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You WON'T BELIEVE 
Your EYES! 











You've heard about it, you’ve read about it, now expe- 
rience the breakthrough of Microsoft’s® Flight Simulator® 
v.5.0 with the breathtaking photo-realism of Mallard 
Software's new scenery. 


Never before seen real-time ray traced images take 
you over terrain so real you'll be checking for a seat belt. 
Layers of realistic clouds wisp past your screen just before 





completely obscuring your vision. Shadows change 
according to longitudinal and latitudinal position as the 
seasons and weather change along your course. 


The new satellite sceneries will take you over our 
nation’s capital, Washington D.C. and the natural vistas 
of the west coast; Seattle, San Francisco, Los Angeles and 





San Diego. These images are so detailed and so real, 
you'll see what it really means to have a bird's eye view. 





oom 


So look for Mallard to bring you the most exciting new ZT é 


products in the coming months that will keep you on the For more information or to order call 


edge of your seat and above all the rest. ] -800-WE RFEET 


© 1993 Mallard Software, Inc. 


Reader Service No. 6 
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Created by ‘Commander’ James R. Jones and his crew at Software Sorcery 
The 14-inch guns of your dreadnought thunder as you order another 
devastating salvo fired at the enemy line. Your ship shudders with the recoil 
of the guns, and you peer through the binoculars as the shells arch toward 
their target. A few well-placed hits could sink the enemy, but your squadron 
is still vulnerable to a torpedo or shell attack that could send your ships to 
the ocean floor. 


This is-World War | naval action like you’ve never seen before! Calibrate 
your range-finder and stuff your ears with wool as you prepare for the action, 
sights and sounds of Jutland! 


Command a fearsome dreadnought and fight for control of the North and 
South Atlantic for the entire German Imperial fleet or the British Royal Navy. 
Fight a single mission, a battle campaign or the entire war while 
commanding one ship, a squadron of ships, or the entire fleet. 


©1993, Software Sorcery.. Software Sorcery is a registered trademark of Software Sorcery. 
Jutland is a trademark of Software Sorcery. 


Available for the IBM PC and Compatibles. Reader Service No. 64 
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ACTUAL SVGA SCREEN IMAGES 
The drama, action and excitement of WWI naval combat comes to life with 
stunning SVGA and VGA graphics, digitized video and sound effects and 
historically accurate combat. Experience naval combat as the sailors and 
officers did almost 80 years ago, including night combat, torpedo attacks, 
salvos of exploding shells and burning ships. When you're ready, test your 
naval combat ability in the awe-inspiring Battle of Jutland! 


See your favorite retailer, or call (619) 452-9901 
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Enter a whole new # nN / ] : le | if Enter a world of 
realm of fantasy Role- i< iP - | ‘ —&R I At : mythical creatures, 
& Playing... — a 7 — magic and old legends... 
Enter a rich and | oO ee Enter a world filled 
detailed gaming with peril, conflict and 
system... uncertainty... 


One pres “ you ENT As 
pa a ae ena Cut loose in a world of 


finely woven, carefully blaine aia ae 
crafted epic adventure. § adve ; 


~ One that allows you to | ae oa. >. : eo Hundreds of hours of 
choose’yourlevel of | | /a——nmenmemy 4 — | a. _ ae play, exploring a 
involvement inthe [eee wee 9 So /) 7 ae ‘ vast continent richly 
“behind'the scenes” | | aan | ¢- 7 daa! ei 3 }| _. Studded with towns, dun- 
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novice and experienced i‘ We mf we a ee | | |  _turing-opportunities! Your 
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you in the midst ofan ° LpZW* ! ry, M4 s - ss , ¢ 7 track down every lead and | 
explosive era of strifeand 123" Sg”, ¢ m~ OF De hed ib & every contact if they are 
~ turbulence.One providing | ME (+4 <= : ae on to Sieceed in their search 
 atrue quest tochallenge = J = — i) ; a ae _ for the renowned 
your imagination,arich = 9 Lf Bi te OE 2 See Grimring, the Blade of 
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mind, and careful 1» 7 <or. cs Sper a aes _ > hazardous journeys by 
balancing andsmooth |  § fj. “ Pe | —wk@e road and ship as‘you 
game play to make sure ae oo ee 2 Se explore the fantastic » 
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| ~ Isometric 3D Combat : 7 see is 2s : 
| * Phased-time Game AS , hc " : J SS \ ae ee Pe 7 eros 
System oe er sah ie ee ee 


¢ Town & Dungeon GAME FEATURES 


7 Automapping ¢ More than 70 Towns, 
_* 2 Difficulty Levels Villages, Dungeons® 
for Novice & ee otk Gains 
Sei... ‘oped dcp __ ALAND OF CONFLICT =) ° 12 Character Archetypes 
en sa ae RY ee fp se ra NB ¢ 7 Positive & 7 Negative 
| 1 age ee Multiol FE : : Charaeter Attributes 
Coie. Se, gab we TELL you “ne ce xe (eM a 5 | able at the player’s 
¢ Impressive Musical pachee soos Se tae Yess Soe Ble —,, eee CO SS I option 
Score & Sound —-. > eS Qaile®)” = SSH iaia & 77 7 
Effects. siesta rare Past enone tenes (coca | ¢ 12 Magical Realms with 
* Full 3) “Firet | A LAND OF CONVERSATION A LAND OF RICHES over 80 spells 
eM | AVAILABLE FOR: . Auto-Combat @ Option 
Person” View of IBM PC & 100% COMPATIBLES (VGA, 640K, 80286 OR BETTER, | 
Towns & Dungeons MS-DOS 3.X, 5.0 OR 6.0) SOUND SUPPORT FOR: AD-LIB, AD-LIB GOLD, SOUND BLASTER, 


SOUND BLASTER PRO, ROLAND LAPC-1/MT-32, PRO AUDIO SPECTRUM, THUNDERBOARD 
PC & TANDY INTERNAL SPEAKER AMIGA (1MB REQUIRED) 


AVAILABLE AT A SOFTWARE RETAILER NEAR YOU, OR CALL: 


(800) 447-1230 
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EDITORIAL 


Sound non sense 

Our mailbag suggests that readers think that we are in somewhat of a privileged position with regard to 
equipment both hard and soft, especially in the matter of technical support. This is entirely understandable, 
but not entirely accurate as events the past month proved. 

It all started when we decided to review a soundcard, the Gravis Ultra Sound, since you ask. The card we 
received was a production version, exactly the same as you’d pick up off the shelf. After carefully following 
installation instructions, we proceeded to set up a game of Links 386 Pro. Imagine our surprise then, when 
the anticipated whoosh failed to trouble the neighbors. In fact, it seemed like the card’s makers had decided 
that silence was suddenly golden. In such circumstances, readers might expect that we waved a magic wand 
and a tech support person immediately materialized. But no, like the regular guys we are we called tech 
support. Let us draw a polite veil over the fact that they were in Canada and there was no 800 number. 

The support person was courtesy personified and offered a variety of suggestions to get the card working, 
none of which actually worked. After 20 minutes, it was discovered that our Adaptec SCSI chip was incom- 
patible with the card owing to the address that it occupied. The Gravis manual gave no clue as to whether or 
how jumper settings could be changed, so we called Adaptec’s 800 hot line. After a 40 minute wait we con- 
cluded that it was so hot no one wanted to pick it up. Back to Gravis. This time a variety of DOS commands 
was offered to try and end the torture. Sure enough, the familiar strains of The Perfect General theme tune 
piped forth, but not only did Links 386 Pro remain stubbornly silent, the computer rebooted each time we 
tried to load the game. Back to Gravis again: ‘Ah yes, there is a known problem with that game, but we 
have a fix from Access which I’Il fax to you.’ The fax never arrived but as it happened it would have been 
overtaken by events. Our Windows programs, within which this magazine is produced, were starting to 
crash with alarming frequency. Removing the card resulted in a slight improvement, but the damage had 
been done. The IRQ address conflicts had resulted in the vital WIN.INI files being corrupted. The solution? 
Reformat the drive and reinstall all the software. I mean, what’s a day between friends? Luckily we back-up 
onto 44mb floppies, but for those less fortunate... 

If this happens to someone who is supposed to be reviewing the card, then I can only imagine the horror 
stories Mr and Ms Average User must have. In fact, there’s really no need to imagine as quite a few of these 
tales have been winging their way to our Dear Judith column. VESA cards that are touted as being as 
‘100% compatible’ call into question the very meaning of what constitutes 100%. Other complaints include 
VESA drivers not included with the software, while soundcard conflicts appear endless. 

The open architecture of the house of PC is suddenly looking very crowded. There are only so many rooms 
available, but everyone and their cat wants to stake a claim. And, of course, nobody’s talking to each other. Tech 
Support of Pony Soft will say they were at the address first and that Digital Dogs Breath have absolutely no 
right to be there. 

This situation is no secret which makes it all the more remarkable. Even if one accepts that it is the price to 
pay for the ‘open’ philosophy of the PC, the lack of solid technical support is abysmal as the aforemen- 
tioned ‘Judith’ column demonstrates on a monthly basis. Both with this and our upgrade column we will 
endeavor to do our best to provide services that readers can use to get the best out of their games (or even 
just get them to work). But just remember: your problems are sometimes our problems, too. 


Disk offer 
Readers who, for various reasons, did not receive a copy of the demo of Sir Tech's Realms of Arkania with 
last month's issue need not despair. The offer is good until 7/31 (North America only). All you have to do is 
call Sir Tech on 800 447 1239, mention the magic words Strategy Plus, and lo and behold the angelic 
beings that comprise the staff at Sir Tech will do as you command (up to a point). 

Commencing forthwith, we hope to be able to offer a limited number of demo disks each month. 
Unfortunately we cannot guarantee that every copy of the magazine will carry a disk, but what we can promise 
is the subscribers will get priority. So if you don't want to miss out, then call our 800 number now. U 
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ecreate the power and excitement of the Civil War! As the 
leader of either side in this challenging simulation, you 
| ecruit, train and direct your armies around the American 
countryside. When two armies clash, fight out a Micro Miniatures 
battle in fast, high-resolution animation! Historically authentic, 
The Blue and the Gray features up to 200 animated figures per 
battle, naval units and blockades, river and rail transport, 
_ breathtaking graphics atmospheric sound and music. 





Includes a FREE copy of a.specially commissioned book on the Civil War! 


= tate oe reite cinaltk Wee te ©1993 Impressions Software Inc IBM PC VGA Screenshots 
2IIIUALO | \mpressions Software, Inc. 222 Third Street, Suite 234, Cambridge MA 02142 
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ORLD WA 


The war is about to begin. Soon, the German blitzkrieg will sweep across Poland and the rest of 


BABR O PoE 


Europe. Starting in 1939, CLASH OF STEEL spans the European Theater of World War II with one complete 


1939-1945 


campaign and six scenarios, including the Fall of France, Operations Barbarossa, Blau, Citadel and D-Day. 
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256 — color VGA displays 


To order, visit your retailer or call 1-408-737-6800 with VISA/MC (U.S. and Canada only). For play on IBM 
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©1993 Strategic Simulations, Inc. All rights reserved. 
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APBA have announed the release of 
APBA for Windows and first looks sug- 
gests that it sets a new standard for stats- 
based sports sims. The first big change 
fans of the original game will notice is 
that there are now graphics. And how! 
256 color high-resolution with windows 
that can be customized so that two games 
may be played at once. 


> j- 153 8 gO 8 


—— at the Ballpark 


Full season replays may be run in a day, 
or the players make take over the coach’s 
role to call the shots. Games may be 
played either during the day or at night. 
Instant replays can be called up and ball- 
parks customized. The Windows environ- 
ment offers full font control with print 
options, and sound support with appropri- 
ate cards. 


4433s? 





APBA for Windows is compatible 
with more than 50 season stats disks, 
while the StatMaster upgrade offers a 
wealth of new facilities. New season 
disks will be available every year. 
Another feature is the Advanced Draft 
Mode which can create an unlimited 
number of lineups, divisions and 
leagues. Full review in our next issue. 





Sarcastic Secretaries Stunner! 


It used to be everyone had an atttitude. 
Now everything has an attitude. 
Computer game magazines have longed 
claimed to have ‘attitudes’, but now 
comes the first computer game to 
declare une certain stance. Homey D 
Clown: The Computer Game With 
An Attitude comes courtesy of 
Capstone Software (wouldn’t you 
know) and is based on the ‘outrageous’ 
TV show, In Living Color. 

This action-adventure sees Homeboy 
Homey not home alone, but homing in 
on the homeless-ridden streets of New 


Strategy Plus 


York trying to reach an audition for his 
own ITV Show. Typically, the denizens 
of the Big Apple are out to stop him. 
The New York Subway system, street 
thugs, security guards, and worst of all, 
sarcastic secretaries, all combine to 
prevent the sending in of a clown. 

Home is where the oil is, as George 
Bush might have once said. The Beverly 
Hillbillies discover this also when they 
find some of the black stuff in the com- 
puter game, amazingly entitled Beverly 
Hillbillies. Watch out for the movie 
(just so’s you don’t see it by mistake). 


Electronic Arts 
Catch Local Coach 


Accolade have got Tony LaRussa, 
Microrpose have got David Leadbetter, 
and now Electronic Arts have got Bill 
Walsh. Surely it can only be a matter of 
time before Disney signs up Mike Tyson? 
The first game to carry the name of the 
legendary ex-49ers coach will be Bill 
Walsh College Football. Unfortunately 
this will only be available on something 
known as the Sega Genesis. EA say that 
‘the plan is to put Walsh’s unique philos- 
ophy and persoanlity in the game just like 
we did with our John Madden game.’ 





nly the new UltraSound”™ card adds unbelievable 
audio realism to your PC games, at such a low 
price. Using Wave Table Synthesis, UltraSound 
delivers 16-bit, 44.1 kHz 
true CD quality stereo 
sound unmatched by all 
ordinary and 16-bit FM 
based sound cards. Wave 
Table Synthesis gives you 
true-to-life instrument 
sounds and sound effects. 
UltraSound can 
place vou in the center of the action with our exclusive 
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Suggested retail price, $199.00. 


and interactive experience that will totally change the 
way you play the game! 

So ask for UltraSound with Wave Table Synthesis — 
the ultimate in audio realism. So advanced it sets a new 
standard for price and performance. 

UltraSound is compatible with applications 
supporting Ad Lib®, SoundBlaster™, Windows 3.1, 
MPC, General MIDI, and popular CD ROM titles. 


In stores now, check with your dealer. 


For information call: Advanced 
1-604-431-5020 
1-604-431-5155 (fax) GRAVIS 
Computer Technology Ltd. 
All brands and trademarks are the property of their respective owners. 


Reader Service No. 18 





Microsoft 
Head for the 
Heavens 


For some time now Microsoft have 
been secretly working on a new gener- 
ation of simulations. Details were hard 
to come by, though it was thought that 
the new products would be Windows 
based, as with Microsoft Golf. But 
now the truth can be revealed. Flight 
Simulator 5.0 and Microsoft Space 
Simulator 1.0 will both be DOS based 
products. Microsoft say that FS 5.0 
will offer photo-realistic and enhanced 
3D graphics, a ‘significantly improved’ 
user interface, and full soundboard 
support. The Flight School will also be 
expanded in version 5.0. 

‘Space Simulator 1.0’ incorporates 
information from a variety of sources 
including NASA, geological and astro- 
nomical documents, plus data gathered 
from the Voyager, Magellan, Viking 
and Mariner space flights. Players will 
be able to choose from different modes 
and a fleet of spacecraft to fly, as well 
as having a multitude of objects to see 
and explore. More on this story next 
month. 


X-Wing: no more mission control 





Imperial Pursuit of X-Wing 


The R2 units are smoking (politically 
incorrect! ). The Empire is striking back! 
Welcome to Imperial Pursuit, the first 
add-on disk for Lucasarts’ fantastic 
X-Wing. The new disk will contain 15 
new missions in which players must 
pilot X-,Y-, and A-Wing Starfighters in 
defense of the Rebel cause. 

Also included will be four new cine- 
matic sequences, more digitized 
speech and an original musical score. 
Perhaps most importantly, a Top Ace 
Pilot disk will be included that enables 


players to access the missions in any 
order. 

In Imperial Pursuit, the Rebels have 
been flushed out from their hiding 
place on Yavin and must seek a new 
haven. In their haste to leave, they 
leave all their grub all behind and thus 
face a not only questionable future, but 
a hungry one as well. 

A second add-on disk, entitled Tour 
of Duty, will be available in August 
and will include a new starfighter, the 
B-Wing. 





Homeless Demolition Man a Virgin Shock! 





Champions 


The release of the long delayed role 
playing game Champions, has 
received another setback. The game 
was originally scheduled to be 
released last year by Konami and was 
indeed the subject of a cover story and 
extensive ‘preview’ in another maga- 
zine. But now Konami have trans- 
ferred all their PC development to 
Gametek who declined to pick up the 
option on the troubled project. 

Hero Software, the developers of the 
game, are adamant that the project will 
find a new home quickly. ‘Several 
publishers have expressed an interest, 
you can be sure that the game will def- 
initely come out,’ they told us. 
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Warner Bros and Virgin Games have 
joined forces to develop ‘innovative inter- 
active software program’ based on the 
upcoming Warner Bros movie Demolition 
Man. Footage shot on the movie’s set will 
be incorporated into Virgin’s CD ROM 
technology. The film’s stars, Sylvester 


Stallone and Wesley Snipes, will be 
filmed separately against a blue screen 
background. This footage will then be 
inserted into the game. Demolition Man 
(the game) will be released initially on 
3DO with IBM, Sega, and Nintendo ver- 
sions to follow later. 





Flip Out in Windows 


General protection errors driving you 
crazy? Well here’s a brand new way to 
flip out in Windows: Tesserae. For 
one thing, no one knows what it 
means. Gametek say it has been 
‘proven’ to be a a ‘highly addictive’ 
puzzle/strategy game for Windows. 
Here’s why they say it so addictive: 


‘rich colorful graphics and intriguing 
colors; nine different mosaics; varying 
skill levels.” There you have it! Does 
that sound addictive, or what? To top it 
off, Tesserae won the Best Brain 
Game of 1991 from Mac World 
Magazine. Fact: Macintosh computers 
erode your brain cells. 
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If you don't have F-15 Strike Eagle lll, 
youre still playing games! 


So real, you'll think you’re back in Baghdad! 







“Versatile, violent, and victorious. Those are 
the kinds of adjectives that should accompany 
this cutting edge flight simulator.” 


Computer Gaming World — pe : Sood ie ‘| expected this game to knock me through 
| = f the back wall. | wasn’t disappointed.” 


eso Cone 


Computer Game Review 


“Being one of the highest time pilots in the Strike Eagle, 
with about 1200 F-15E hours and some 115 plus sorties in 
the Persian Gulf theater, | can honestly say that your Strike 
Eagle Ill simulator is the closest example of combat flying 
I've seen! Outstanding. ° 


A Letter from a Desert Storm F-15E Pilot 























F.. 5 Strike Eagle Ill is the most accurate and realistic Cheat death In 
combat flying simulator on the market today. And no three explosive 
wonder! Just look at all the startling features the third edition scenarios 
of MicroProse’s landmark jet fighter has in store for you! ROCIO LSE ete 
Experience all the real avionics of the F-15E from its seven storm, Korea, a 
actual CRTs to the sniff modes of the super sophisticated Central America: 
AN/APG-70 radar system! (No-sweat easy modes for first Go | vs. 1 with head-to- 
time pilots...until you can handle the real stuff!) head modem combat mode 
Fly the most realistic fighter flignt model available in any PC or put your “wizzo In the 
fighter simulation! Designed, tested, and certified by Lt. Col. back seat via modem and fly 
George Wargo, USAF Retired, formerly a TAC Stan Eval Ike the real F- ‘ia with a 
puke with over 3000 hours in fighters and 1500 in F-15’s! TINA Brews 
Surround yourself in a revolutionary new 3-D graphics Patrol in two-ignter erste hess ac ne 
system that provides you with a digitized map of formation with your favorite 





downtown Baghdad complete with every bridge, the TV wingman In an F-T5 Strike | ROPROSE 


famous Air Ministry building and the “Baby Milk” factory! Eagle right next to you ee 
via modem! 











so , ne ae a 
Nuclear power facility | ieee a 


destroyed! Iraqi Air 
Ministry next target!!” 


| For a FREE INTERACTIVE DEMO DISK of the incredible F-15 Strike Eagle Ill, send this coupon to: MicroProse Software | 












































Lakefront Drive, Hunt Valley, MD 21030-2245. Please include $3.99 for postage and handling 
To get our free catalog, call (Mon. - Fri. 8:30 am - 5:00 pm EST) | 
“ Name: - oe ; | 
Scratch 3 more | pe | 
dress: 
SAMs north of the 7 uae , —— 
= ly: ate: i 
38th parallel!! ity: ______________ State: _______ Zip: ______ QAn| 


© 1993 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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Joan McKeown takes a walk on the wild side as she enters the... 


Realms of 





PREVIEW 


Scheduled Release: 
July 1993 





 Arkania 


arricade the doors and raid the foodstuffs, this game 
should demand a blood test and a license! Character 





generation and gameplay require a degree of commit- 
ment usually associated with the choice of a soulmate. Like that 
choice, some of us will be happy, others, not. The thrill lies in 
finding out. 

Realms of Arkania: Blade of Destiny, is a computer adapta- 
tion of a popular German known as Schawrz Auge. 
Computerization has taken the drudgery out of gameplay, but 
has somewhat limited the story development possibilities. A 
worthy tradeoff. 

The game mission is to find the Blade of Destiny. To accom- 
plish this, the party must find several map pieces which can 
guide them to a dungeon where the blade has been stashed. 
Simple enough premise. Acquisition of each map segment is a 
major quest involving exploration of towns, countryside, and 
dungeons. 

Combat is part and parcel of each quest, but not an overly fre- 
quent occurrence outside of dungeons. Armor, weapons, food 
and drink are necessary and can be acquired in the various towns 
and marketplaces. A huge assortment of items and equipment is 
available, and the use of such items can sometimes become 
complicated. For example, lamps must be lit from a tinderbox 
and require lamp oil for reuse. 

All of the familiar conventions of RPG design are 
present...houses, shops, markets, temples, towers and dungeons 
with secret doors, chests, and goodies to be found. There is a 
rudimentary automap which is color coded by building use or 
wall type. 

The main screen map is standard fare with towns, ports, trails 
and roads available for travel. Overland travel is similar to that 
in the SSI goldbox games, with an added feature of choice 
which allows the selection of the party’s next destination or a 
return to its last location. 

The towns and houses are set up like, and are similar in appear- 
ance to, those in Bard’s Tale III. Dungeons, chests and bash- 
able walls are Might and Magic III style, as are the shops. 
While Realms of Arkania: Blade of Destiny mimics the 
appearance of these other games, it is in no way a copycat ver- 
sion of any of them. Realms is estimated to be a 400 hour epic 
and will require a great deal of patience and strategy. 

There are two modes of play; novice and advanced. In the 
novice mode, the computer manages the character’s statistics 
and recommends which character be used to do things at critical 
times. In the advanced mode, all character attributes and skills 
Strategy Plus 





HILOER: 


REALS 


Nai Apia 


for each member of the party must be monitored and controlled 
by the player. 

Attribute management is astoundingly complicated. Each 
member of the party has both positive and negative attributes, 
and must be created in balance. Stats can be adjusted by the 
player, but each time a positive attribute statistic is raised by 
choice, one of the negative attributes much be raised by twice 
as much. 

If a character has been created with too much on the nasty side, 
negative attributes can be decreased, but each such decrease 
must be matched with a double decrease in a positive attribute. 
This feature certainly adds depth to each party member, and 
affects how the party will fare in many situations. 

Another interesting quirk of the game is the requirement that 
the party be in a temple when a game is saved, or, suffer the loss 
of 50 experience points from each party member. The game per- 
mits saving at will in most places, but that 50 point penalty can 
be a powerful moderator of gamer behavior, and practically 
eliminates the step-save-step school of dungeon crawling. 

Combat in the realms is quite sophisticated, even in automatic 
mode. Each member of the party and each individual monster 
or enemy, is shown in the combat screen in full detail. Armor 
and weapons are identifiable and weapon use is portrayed in 
elegant detail. 

Various magic spells are depicted by a variety of effects, and 
damage done to party members and enemies is displayed as a 
graphic splat with damage points. All combatants scream and 
die in gory detail. Party members must be walked around the 
combat screen and artfully positioned to do the maximum 
amount of damage to the enemy. The production version of 
‘Realms’ could well be a walk on the wild side. 0 
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the fate of heaven and earth. They later 
meet, never knowing their true rela- 

tion — or their own dark destiny. Fated 

to duel your twin to the death, you must 
fight to stay alive and rescue lovely, innocent 
maidens from the clutches of menacing foes. 
And perhaps, become the ruler of all. 


So the challenge is on! An incompa- 
rable.role playing fantasy game for 
your PC, with stunning, hand 
sculpted graphics throughout, 
sfumerous scripts and a thrilling 
\. plot. But be warned — with its 
*yoluptuous women and intense 
action, Dragon Knight Il is for 
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Available now at your 
nearest dealer or call 
1-800-258-MEGA. 

| Or write Megatech, 
YAY t (AOS PO. Box 11333, 
a \' ty fs Torrance, CA 
90510. Visa, 
Mastercard, 
checks accepted. 


ements: 286-20 or faster machine 
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This game is not for the faint-hearted. Contains violence 


and some material inappropriate for minors under 18 





















Give Your Joystick 
a Thrill. 


n the early 21st century, staged fight- 
ing has become a lucrative profession for 
female hardbodies, with dozens of legal 
arenas in the city. But for the leanest, 
meanest warriors, the real money comes 
from the illegal bouts held outside 
the city. It’s the hottest day of the 
summer and you’re baking inside 
a dilapidated warehouse. You — 
and your opponent — wear the latest 
in MECHA armor. The best fighting 
armor in the world. 
























LI BATTLE = THE ROBO BABES 


| 


This won’t be any picnic. With the 
intense heat and action, you'll both end 
up in less than full body dress. 





It's dream babes in heavy armor battling for 

prize money — action packed, arcade style 

fun for your PC. But be warned — with its 

intense violence and voluptuous women, 

Metal & Lace: Battle Of The Robo Babes is for 

mature audiences only. And not for the faint 

hearted. Available now at your nearest dealer or 

call 1-800-258-MEGA. Or write Megatech, 

P.O. Box 11333, Torrance, CA 90510. Visa, 
Mastercard, checks accepted. 








System requirements: 286-20 or faster machine 
(386 recommended) with 640K RAM, hard disk, 
joystick recommended. Operating Sys.: MS DOS 
3.3 or above, Windows 3.1. Graphics compatible 
with VGA. Sound support: Sound Blaster, Sound 
Blaster Pro, Thunder Board, Pro Audio Spectrum , 
Adlib Gold and Speed Master. 


This game is not for the faint-hearted. Contains violence i 
and some material inappropriate for minors under 18. : = a free demo, call our 24hr. BBS at 310-539-7739. (3N1) ahi TECHS 


All companies and product names mentioned are trademarks or registered trademarks of the respective owners. 
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No more heroes anymore. Wrong. Superstars abound in the land of 
Etheria, as do elephants, giant spiders and big men with handbags, as 
Brian Walker discovers when he takes on... 


Warlords I 


he first thing, the very first thing, one notices about 

Warlords II is SSG’s new logo. Appropriately cast in 

gold, it provides an accurate signpost to the treasures 
beyond. Barely has it faded into a technicolor sunset than a 
voice booms out ‘Greetings Warlord’. Welcome then, SSG, to 
the world of digitized sound but not, thankfully, to interactive 
movies of the kind beloved of marketing types the world over. 
But first things second, after all, PCs outsell VCRs now so it is 
inevitable than recent converts to the world of computer gam- 
ing will be unfamiliar with what was the Strategy Plus 1991 
Strategy Game of the Year. 


ojurn 2¢ 


The beauty of Warlords lay in its simplicity. No telephone 


directory-style manual to peruse, no hardware conflicts to 
resolve (bring back EGA!). Set in the fantasy world of Illuria, 
up to 8 players could battle it out for control of the kingdom. 
The essence of the game was simple; point, move, fight. 
Heroes, temples, and treasures, provided the embellishments. 
The only thing preventing a lifetime addiction was the single 
map. 

But let us move on, on to the world of Etheria. This is the 
nominal setting for Warlords II, a game so different from its 
predecessor that it looks like it’s been written from the ground 
up, which, of course, it has. 
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In addition to the campaign game, there now five preset sce- 
narios included. Each has a differing number of cities so that 
user preferences with regard to playing time can all be 
accommodated. In response to many requests a random map 
feature has been included. Further, the map may be hidden 
(as per Empire) or visible. The world can also be user 
defined thanks to the provision of sliders. Water, hills, and 
forests can all be varied. The victory conditions (genocide) 
are the same throughout. Difficulty levels may be varied, 
though personalities have now been added. By clicking on a 
box, a list of leaders for a particular tribe pop up. Also dis- 
played are their attitudes, the most fearsome of which 1s 
Warlord. 

Sadly, Lord Bane, the Orcs of Kor, and the hopeless Sirians 
et al, are no longer present, though the big guys with handbags 
are. Taking their place are an equally exotic bunch of creatures 
both real and mythical. Bats, giant spiders, and elephants (!) all 
make their SSG debut. In all, there are 29 different unit types 
in the game. The neutrals, hitherto regarded as cannon fodder, 
may now be beefed up according to preference 

Movement is still pretty much the same, though the interface 
in this respect has been considerably refined. There are now 
‘next unit’, ‘skip turn’, and ‘garrison’ icons to ease the work- 
load. Another enhancement is the use of paths. ‘Signpost’ are 
provided showing a unit’s destination path. This is quite useful 
when used in conjunction with the Move All command. As the 
name suggests, when this is selected all units move along their 
designated paths. The biggest change is in naval movement. 
No longer is it necessary to build ships, for as though by 
magic, units now undergo a metamorphosis into seagoing ves- 
sels providing they stationed at a port (denoted by an anchor 
symbol). Disembarkation follows the same rules. 

Production uses the same basic system as before, that is each 
city is capable of producing certain types of units. However, it 
is now possible to ‘build’ the facility to produce any type of 
unit in any city. All it takes is cash. SSG claim that the eco- 
nomic side of the game is now very important, though this was 
impossible to verify in the beta version on which this preview 
is based. 

One notably new aspect is the variety of options available 
when a city has been captured. No longer is it rape, pillage, 
build. Conquered cities may now be ‘occupied’ (as before), but 
also Pillage, Sack, and Raze options have been added to the 
mayhem. With the exception of the latter, various amounts of 
gold accrue from these actions. The downside being that the 
ability to produce certain units is lost, the precise number 
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being relative to the severity of the action. Early experience 
suggests occupying initially, and then gradually becoming 
more barbaric as armies and their appetites grow. 

Combat has not changed in implementation (attacks possible 
when adjacent), but the disparity between unit types has. 
Warlords II favors quality over quantity, even more than the 
original did. For the psychopathic user who prefers a more 
blood spattered type of game, combat may be set to ‘intense’, a 
mode which evens things up a bit as well as making the Battle 
of the Somme look like a quiet day at summer camp. One nice 
touch is that veteran units make an appearance for the first 
time. This status is bestowed after units survive a number of 
encounters, the practical effect of this is that they gain 
strength. 

Perhaps the most radical change in the game comes with the 
diplomatic option. In the original game tribes would get a bit 
ticked off if attacked without reason. It was all a bit ram- 
shackle and nobody really bore grudges. Now, however, there 
is an optional full blown diplomatic system included that 
painstakingly records broken treaties. Proposals may be made 
to opponents with the computer acting as a sort of moderator. 
In characteristic style it will implement the most hostile propo- 
sition, so if one side suggests peace and the other wants hostili- 
ty, the computer will implement the latter. The computer lists 
all sides in order of their credibility, ratings which traverse the 
gamut from Statesman to Running Dog. All in all this is an 
excellent system and one that is sure to be copied in other 
games of this type. 

Heroes, which were always very useful, now have a startling 
new ability. By sticking a flag into the ground on which they 
stand, units may be produced on that very spot as though it 
were a castle. Heroes also give a bonus to less fortunate units 
stationed in the same stack. As before, temples bestow 
strength on visitors but there is now an option to undertake a 
quest instead. By selecting this, a task is given and the success- 
ful completion of same leads to extra powerful creatures join- 
ing up. 

The graphics in Warlords II have been improved immeasur- 
ably, not least because of the 640x480 resolution. Producing 
pretty pictures is not the raison d'etre of SSG, but there’s no 
reason why they should not be provided to enhance gameplay. 
The strategic map is on display at all times, a click on which 
offers transport to the designated spot, thus keeping scrolling 
to a minimum. Where this is necessary, an iconic keypad is 
provided for convenience. 

The interface has been completely revamped. There’s now no 
awkward to-ing and fro-ing between menus. Shortcuts abound 
and there is even one menu that graphically depicts all of 
these. Towards the end of the game there will be, for those still 
alive, a vast number of units on the map. Effective manage- 
ment of these will require some patience, but the interface is a 
big help. 

The artificial intelligence was still incomplete in this version 
(which is why it is only the subject of a preview instead of a 
review), but SSG say that it will be ‘much stronger’ than that 
in Warlords and that there will be absolutely no ‘cheating’. 
Hype aside, SSG’s record in this respect is impeccable. Even 
so, it’s wise not to get too carried away and expect a silicon 
equivalent of Sun Tzu. Humans always provide the best oppo- 
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nents, and while the lack of a modem option is disappointing, 
the provision of short scenarios means that multiplayer ses- 
sions at the same machine are entirely feasible. 

Unless the game suddenly acquires a plague of bugs there is 
no reason to suppose that SSG have done anything other than 
an excellent job. Rather than just tart up the original with a few 
extra maps, they reworked the entire game from scratch. The 
design philosophy is generous in the extreme; almost every 
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feature mentioned in this article is optional so that users may 
define exactly what sort of game they want. Anyone who 
played and enjoyed the original will be thrilled by Warlords 
II, and for those who joined the party late then some brand 
new pleasures await. In the interim, it’s back to that newly 
acquired lifetime addiction for yours truly. Q 
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Wargames: News from the front by Brian Walker 


trategic Studies Group have announced details of the 
IBM version of Carriers at War II, the sequel to their 
successful Carriers at War. Using what they say is 
an ‘improved’ version of the original Carriers at War game 
mechanics, the new game will allow for the consideration of 
broader issues pertaining to strategic decisions. 

Eight scenarios will be included, some hypothetical, others 
‘controversial’. US strategic thinking, Plan Orange, envisaged 
a climactic fleet battle with the Japanese over the Philippines 
as early as 1936. Both sides have plenty of battle-wagons. 
They also have carriers, but this battle would be battleships vs 
bi-planes. 

According to SSG, ‘British naval opposition to the Japanese 
advance was too little, too late. What if Churchill had kept pre- 
war promises to defend British possessions, (and Australia), 
with a strong air and naval force? The British carriers carried 
fewer planes than the Japanese, but had heavily armored flight 
decks. 

‘The Force Z, Java sea, Trincomalee and Port Darwin scenar- 
ios recreate the Japanese thrust into Southeast Asia, and the 
many variants explore the possibilities of a more vigorous 
British response. 

‘In the last year of the war the suicidal courage of the 
kamikaze pilots was unleashed in a final attempt to counter the 
superiority of the US navy. The Leyte Gulf and Okinawa sce- 
narios illustrate the increasing desperation of the Japanese 
defense. 

The dropping of atomic bombs on Hiroshima and Nagasaki 
meant that an invasion of the Japanese mainland never took 
place. Operation Olympic examines what could have happened 
if that invasion was forced to proceed.’ 

SSG say that the improvements to SSG’s WarRoom intelli- 
gence system mean that the AI in Carriers at War II will be 
‘tougher than ever.” The CA'W Construction Kit will be fully 
compatible with this sequel. 

Three Sixty currently have more upgrade offers than 
American Airlines, so to bring everyone up to date here’s the 
release schedule: 

e Utah Beach upgrade: June 21st. 
e Market Garden bug fixes: June 23rd. 
e Market Garden modem upgrade: July 15th. 

By the time this issue hits the press, the 1.1 upgrade for 
Three Sixty’s Patriot should be ready. All four of the game’s 
internal program models have been revised: air warfare, 
amphibious landing, land based AAW, and artillery. In addi- 
tion, the upgrade will fix various bugs, correct database and 
equipment listings, reduce map clutter, add scale indicators, 
and include miniature preview and overview maps. Finally, 
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Carriers at War Il: ‘tougher than ever’ 


there will be new scenarios and a 50 page How to Fight 
Manual that incorporates a tutorial. The upgrade, which 
comes on three disks and will quite possibly be the biggest 
ever of its kind, will be sent automatically to registered users. 
It should be emphasized that all the above dates are approxi- 
mate, so don’t wig out if they are not available on the sched- 
uled dates. 

SSI continues its support for their Great Naval Battles 
game by releasing yet another expansion disk. The Scenario 
Builder enables players to construct an unlimited number of 
WwW II battles in the North Atlantic. Cruisers, destroyers and 
battleships may be placed anywhere on the map. Existing 
battles may be modified in both the base game and the two 
expansion disks. 

In addition to offering editing abilities, the Scenario 
Builder also offers a new form of campaign. In this mode, 
players advance through the ranks attempting to become 
Task Force Commander. During this Captain’s Campaign 
engagements are randomly generated, so making each game 
different. 

Koei have cancelled the release of Pacific Theatre of War 
for the PC. They say that converting the EGA graphics to 
VGA, which the market demands, would have taken up too 
much time. Koei’s next release for the PC will be Romance of 
the Three Kingdoms III for the PC and this will have VGA 
graphics, as will Genghis Khan II which is set for an early 
‘94 release. 

Sid Meier said he’d been accused of designing a wargame 
in Civilization so that’s good enough to qualify for it for 
namecheck on this page, the reason being is that Microprose 
have confirmed that they are working on a Windows version 
of this classic game. They also told us that all their future 
games will be Windows compatible (ie they will be able to 
be launched without leaving the temperamental GUI).U 
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Actual VGA screens 


: 7 YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
tt | unsolved murders of your parents, but a twisted trail of evidence still exists. 
a ae ' While patrolling your beat, pieces from the past begin to link with the present. 
4 €-t_._... } You're treading where you're not wanted and someone wants you to know it! 
| A ! : BLUE FORCE...Realize your destiny. be 


Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 


™ designates a trademark of Tsunami Media, Inc. Reader Service No. 3 


©Tsunami Media. Inc. 1993. All riahts reserved. 
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WERE AT WAR ANE 


NOE OF EVERYTHING? 


High Command™ "s=ae=== captures WWII in 
Europe on a grand scale. Spanning the war years 1939 through 1945, 
you are placed in complete control of all military, economic and 
political resources. Choose to lead the Allied or Axis war machine. 
Command all land, sea and air forces. Exercise your diplomatic 
options. Build up your military or invest in your country's 

infrastructure. High Command is more than a Si? 
wargame. It’s the ultimate hot seat. Visit your aap 
local retailer or call to order 800-653-1360 \= 

in the U.S., or 800-697-2360 in Canada. 


HIGH COMMAND WILL BE AVAILABLE IN JUNE FOR THE 
IBM PC AND 100% COMPATIBLES. HIGH COMMAND EUROPE 1939-'45 
IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC. © 1993 THREE-SIXTY 
PACIFIC, INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED 
TRADEMARK OF INTERNATIONAL BUSINESS MACHINES. 
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Is the game the same? Are we continually reliving the same 
experience, trapped in a netherworld of deja vu psychosis? 
The legendary (in their own minds) Strategy Plus scholars ask 


whether we need... 


WARGAMES 
by Marc Dultz 


O envisage where we’re heading one must inevitably start 

at where we’ve been. Early computer based wargames 

were fair translations of their boardgame equivalents, but 
nothing more. Most were painfully slow in execution and even 
more painful to view and play. Commodore 64 RGB graphics 
followed closely by IBM CGA graphics were but spartan love 
affairs with the color palette. 

Avalon Hill (AH) and Strategic Simulations Inc (SSI) intrepid 
forays into the computerized wargaming realm were little more 
than novice attempts at cracking a newly evolving market. Most 
board wargamer’s had their interest twitched by the new medium 
but little else. 

Chris Crawford’s East Front was probably the most notable of 
the early genre. It successfully attempted to cover the entire 
expanse of World War II action on the Russian front. 
Wargamers were beginning to take notice of what a chip and 
some crafty programming could do. Our northern neighbor, 
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Simulations Canada, began to produce games on an annual 
basis and steadfastly carved out it’s own niche, mainly with 
naval enthusiasts. SSI’s Kampfgruppe led armored enthusiasts 
down the mechanical wargaming path. Microprose’s Command 
Decision series attempted to recreate several interesting theaters 
of war including Viet Nam, modern day Europe and the World 
War II battles of the Afrika Korps. 

The second generation of computerized wargames came 
not on from our own shores but from down under. Strategic 
Studies Group (SSG) began producing a line of first run sim- 
ulations utilizing the improved graphics apparent on most 
gaming machines. Games like War in Russia, Gettysburg, 
Europe Ablaze and Napoleon turned the computerized 
wargaming market into a viable business for software com- 
panies. CGA graphics were giving ground to EGA graphics, 


while the 8088 microprocessor spawned it’s successor, the 
| 


80286. Processing power as well as graphical appeal were 
beginning to turn ideas into the makings of decent 
wargames. Board wargamer’s were more than intrigued, if 
not wholeheartedly in love with the machine’s possibilities. 
SSI continued to produce more ambitious designs. Second 
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Front, along with it’s sequel Western Front, continued to push 
the edge of the envelope in scope and detail. Fire Brigade from 
Panther games (see article in last issue) was probably the final 
culmination of second generation wargaming design which 
made full use of the graphical interface of the Amiga and the 
EGA graphics of the PC. 
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Patton Strikes Back: cinematic approach 


The third generation of computerized wargames has wit- 
nessed a dramatic advance in terms of graphical feel as well 
as improvements in the artificial intelligence of the computer 
opponent. Chris Crawford reclaimed his prominence on the 
wargaming scene with Patton Strikes Back, a would-be cin- 
ematic approach to simulating the Battle of the Bulge. 

Yet another approach was brought into play by SSG with their 
Carriers at War, a typically ‘hands-off design that favored 
simulation over game. The most radical wargame design 
occurred in Harpoon, a wargame game which has yet to be 
emulated in the way it utilized the power and convenience of a 
computer. As with Harpoon, most of the latest advancements 
have come from Three-Sixty. Patriot and the V for Victory 
series, both featuring SVGA graphics, have left all but the most 
stubborn grognard in awe. Unit counters look real enough to be 
lifted off the screen, while gameplay is intuitive and detailed. It 
took nearly two decades of perseverance, but the V for Victory 
series comes the closest to the best of the boardgame designs. 
Two decades and we’ve come full circle. Hmm... 

Throughout these twenty odd years, the computerized 
wargame has become an important and integral development for 
wargamers. No longer are opponents a town or an envelope 
mailing away. What’s more, setup and saving are both a snap, 
each requiring just a mouse click. In the garden of gaming, the 
computer has made life a whole lot simpler, if not easier. 

One problem I’ve always found in the genre is the ‘you 
move, I move’ syndrome. In war, generals never asked if 
their opponent were ready to do battle. In fact, momentum is 
often realized by one side seizing upon opportunity and initi- 
ating combat while his opponent was struggling with either 
logistics or position. The wargame of the future will undoubt- 
edly have to take this into account. Command HQ, from 
Microprose, comes closest to utilizing the real-time element 
in its gameplay. Fluidity is important in war and should be 
just as important in wargames. If the wargames of the future 
are to advance the hobby then the chess-like turns need to be 
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replaced with a more real-time system of maneuver. 

One feature found in most successful combat simulators is the 
replay option. Red Baron, Falcon 3.0, and F-15 III all make 
use of some form of film replay by saving the action to disk and 
then viewing it later. Why has this been overlooked in the com- 
puterized wargaming arena? Surely memory restraints are but a 
distant memory as more and more aficionados make use of larg- 
er and still larger hard drives. The replay option would cover the 
course of the entire scenario or campaign and could thus be ana- 
lyzed by others, whether they be more astute players or new- 
comers. As chess and board wargames are dissected, so too 
could computer wargames be. 

Additionally, I'd like to see some form of organizational struc- 
ture implemented in wargames. While the V for Victory series 
optionally rewards players that keep their divisions together, I 
think this is but a band-aid as a solution. History books are 
replete with maps indicating the divisional or corps boundaries 
of each army, most often delineated with outlined boundaries 
with parent unit designations included. So too, should computer 
wargames be designed. 

An administrative phase should occur throughout the course of 
computerized combat that prevents units from straying into 
neighboring sectors. This phase could occur at the end of a day 
or could even occur several times a day depending upon the 
operational scope defined. Likewise, the film replay would also 
denote these boundaries with advances and retreats depicted 
with directional arrows. 

Lastly, computer wargames should be designed along modular 
lines instead of complete games. While some may tend to dis- 
agree with this philosophy, economics may be prove to be the 
deciding factor. As game prices rise above the $50 level certain 
death almost always follows suit. If the gaming public can pur- 
chase an initial system, much like a Windows environment, and 
then add on additional operational modules, game companies 
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Blood and Steel: wargame for Windows 


and their adherents might be pleasantly surprised by the results 
(Twin Dolphin will be attempting this very thing with their 
upcoming Blood and Steel series -Ed). Conversely, purchasing 
the gaming environment each and every time is convoluted logic 
at best. Should I purchase a new car every time the engine needs 
a tune-up? I think not. 
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EVOLUTION 








The computerized wargaming platform should make the most 
of its capabilities and not just recreate it’s boardgame cousin. 
The possibilities are endless if only some designers and develop- 
ers explore the what’s on the other side of the envelope instead 
of pushing it to the edge. 

With the advent of faster and faster processing chips, CD-ROM 
storage and the apparent beckoning of Virtual Reality, comput- 
erized wargaming is climbing out of its cradle of infancy and 
stands on the threshold of its maturity. Full cinematic combat 
sequences might be viewed inside the VR helmet. Player’s could 
‘command from the heavens’ as they fly along frontiers and lit- 
erally ‘zoom down’ to threatened fronts. Night turns might fea- 
ture eerily darkened backdrops, blizzard-like weather would be 
snow-blinding, and logistics could be an ammunition-depleted 
nightmare. 

Anything will and should be possible in the fourth genera- 
tion of computer wargaming. The twenty-first century is but 
a scant seven years away, but already many of us have peered 
into the future and are all too awe struck by it’s promise. 

The ‘warpath’ can be paved with gold if both the designer 
and player enter into cooperative expectations of each other. 
The next green fields can be just a wargame generation away, 
so let’s crank up the tanks and head for the breach, the evolu- 
tion is under way. 


ADVENTURE/ROLE PLAYING 


by Joan McKeown 


ive years in the life of a gamer. Long enough, or too 

long? Big Ed, doting leader that he is, dropped this 

bug in my soup and blew town while I wrested with 
the concept..if games are so great, how come we are always 
complaining about the latest one? Are they getting better or 
worse? 

A couple of years ago, when I was a fledgling commentator for 
this rag, we presented a list of twelve things of apparent impor- 
tance to gamers, particularly in adventure and role playing games. 
Party composition, character development possibilities and story 
topped the list. Graphics and sound were number 11 and 12. 
Combat, interface, convenience features, puzzles, NPC interac- 
tions, and replay value shuffled about in the middle of the list. 

Game manufacturers and distributors were horrified to see 
graphics and sound at the bottom of the list. In 20-20 hindsight, 
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with good reason. Two years after that list came out, graphics 
and sound seem to have become the be-all and end-all of the 
gaming industry. Many designers are still pouring their souls 
into The Game, but the industry seems to be satisfied with all 
pizazz and no beef. 
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In the few cases where beef is on the menu, it is corn fed; 
exclusive and not to be tampered with. For example, Ringworld 
is a video novel on disk. It takes about 12 hours to view the 
novel and about 24 moves to play the game. It is a masterpiece 
of graphics and story, and a dud as a game. There will surely be 
a sequel. 

Many games have been touted as revolutionary - all new, super 
spectacular, great graphiced super-sounded wowsers. Most of 
them are reiterations of classics. Same old same old in new 
clothes. Somebody get the emperor! 

With giant leaps every which way in hardware and technol- 
ogy every time we turn around, five years should have had 
the impact of an eon of evolution on games. We should be 
walking around in Britania, chatting with the folks and pick- 
ing the knit off of Iolo. Instead, we are still peering down 
into a stylized world and clicking our way to Avatar Heaven. 
Sure, the world is more detailed and there are ever so many 
more things we can pick up, but the world is the same, the 
philosophy is the same, the game is the same. 

A few weeks ago, someone complained to me about the lack of 
outdoor scenery in Bane of the Cosmic Forge, and about those 
awful EGA graphics. I replied hey...Bane was a quantum 
leap...did ya ever play the old Wizardry? Line graphic dun- 
geons and no scenery at all... 
than cordial ‘no’. 


did ya? The answer was a less 


Wiz 6 was the first Wizardry that someone had attempted to 
play. And she had decided to do that only because of all the noise 
that has surrounded Wiz 7, Crusaders of the Dark Savant. 
Surely there will be a virtual reality Wizardry, then we will have 
nasty things to say about Crusaders. Or, perhaps, we will wise 
up and remember the essence of Wizardry and Ultima and hun- 
dreds of other real things - the game of the games. 

The Apple and Amiga versions of Dungeon Master serve as 
the gold standard for modern roleplay games. Eye of the 
Beholder and Ultima Underworld are just jazzed up versions of 
Dungeon Master. Bane of the Cosmic Forge and Crusaders of 
the Dark Savant are arguably the best of the genre, but both are 
clearly Wizardry, albeit black tie and tales. Ultima is in it’s 
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seventh iteration and has spawned two Underworlds and two 
Worlds of Ultima games. The last real Ultima game that I 
enjoyed was Ultima V. The Underworlds are terrific fun to run 
around in and visually stunning. Savage Empire and Martian 
Dreams were relatively short and lots more fun than Ultima 6. 
Apogee does the 360 interface better, Origin does the saga better. 

The gold box games from SSI have gotten to the point where 
they all blend into a single blur of activities, characters, ultimate 
bad guys, and scenery. SSI finally gave up the ghost and 
released the most recent version of the engine as a do-it-yourself 
game kit: Unlimited Adventures. 

This is the ultimate proof of my theorem...the game has become 
the graphics and sound provided. No need for a story, or combat, 
or character development, or anything else. Just use the graphic 
and sound kits, toss in a few quests, a couple of monsters and 
some user defined names and hey presto! A game appears. 

When I first booted up Inca (Sierra On-Line via Coktel) it took 
me several hours to determine that it was indeed an adventure 
game. I thought that someone had shipped me an arcade exercise 
by mistake. The music is so grand and the graphics so lush that 
even I didn’t miss the game. Not for a while anyway. But, even- 
tually, I began to yearn for a decision, a puzzle, afoot...anything! 

Much hype has surrounded the move towards interactive fic- 
tion as games. Most of the interactive fictions are lousy games. 
Some, like Prophecy of the Shadow and Veil of Darkness, do 
an outstanding job of moving the gamer through a wonderful 
story, but none allow the gamer to really interact with the plot 
and change the outcome. 

All these fancy dancy graphics pretty much lock in the story 


progression and limit the possibilities for interactions. Back in 
the old days (I hate that expression, too!) this lock-step story 
progression was a characteristic of graphic adventures. Now we 
are seeing it in role playing, too. Kind of like dining courtesy of 
Jenny Craig...the nutrition is there, but where is the excitement 
of choice, and the titillation of what if? 

Rather than a revolution in games over the past few years, I see 
a revolt of players. We will buy and decry, and continue to hope 
for a really spectacular game. Until then, we must make do with 
hotshot graphics and stunning sound, accompanied by the occa- 
sional decision. 


SPORTS 
by Joseph McCullough 





t’s easy to argue that no other genre of computer gaming has 

shown as much technological progress and feature-by-feature 

evolution over the past five years as sports simulations. From 
ground-breaking technologies like SVGA graphics in Links 
386Pro, to comprehensive simulations such as Tony LaRussa 
Baseball II, sports games have shown remarkable progress. 

It wasn’t too long ago that one could easily lump baseball 
games into one of two categories - action games or statistical 
simulations. The action titles offered little in the way of stats or 
management options. The original Hardball, for example, 
accumulated only a handful of stats. In addition, it came with 
only two teams, and they contained fictional players! In its day, 
though, the game was great fun, and was undeniably the best 
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action-oriented baseball game on the market. 

Stats simulations were downright ugly, and, despite their pur- 
pose, tracked only mainstream stats. For example, early versions 
of MicroLeague Baseball listed batting averages, but didn’t 
break them down vs. left-handed pitching and vs. right-handed 


pitching. Play-calling and management decision-making were 


spartan too, compared to the plethora of options available today. 


HERE'S THE PAYOFF PITCH 
MicroLeague Baseball 4: plethora of options 


What a difference a year or two makes in the software indus- 
try! Traditional action games have improved to offer baseball 
strategy, multiple teams filled with actual major league players, 
stats accumulation, league management, and vast improvements 
in graphics and sound. In fact, action games have added such 


depth that they easily supersede any of the earlier stats-only 








games for realism and completeness. 

Stats-based games have also made great strides. Today’s games 
track dozens of new stats, including a player’s hitting streak, 
fielding percentage, and esoteric stats like the number of times a 
batter has taken a base on balls. Last year marked another break- 
through for stats-based baseball games when Micro Sports 
released Pro League Baseball with full modem-play support. 

If these advances were not enough, software companies have 
created a new genre of baseball simulations in the past two years 
- games that offer the best of both worlds. Tony LaRussa 
Baseball Il and Earl Weaver Baseball II are examples of 
these hybrid baseball simulations. Both TLB and EWB allow 
the player to manage the available teams, manage and play, or 
take part in all the action. In addition, expansion disks are avail- 
able that add even more features, such as player draft and rotis- 
serie league utilities. Even the action-oriented Hardball III offers 
a myriad of options. 

Most of what applies to the evolution of baseball games can be 
echoed for football simulations. Five years ago there was a 
clear separation between arcade-action games and statistical 
simulations. TV Sports Football was the darling of the 
action-game crowd. Its stunning graphics and amusing diver- 
sions (I loved those fake TV ads!) surpassed anything on the 
market at the time. It also did a good job of tracking game stats, 
although this was not the game’s strongest feature. 

XOR’s NFL Challenge was the game of choice for statistical 
realism, with Micro Sports’ Pro League Football a strong con- 
tender a couple of years later. Both games prided themselves on 
producing realistic game outcomes and generating reams of stats. 








“SPA AWARD” 


=) 5) re) a 


PROGRAM 1993 


—SOFTWARE PUBLISHERS ASSOCIATION 


“THE BEST GOLF GAME 
ON THE PLANET!” 


—PC HOME JOURNAL 


“#1 SELLING 


ENTERTAINMENT 
PRODUCT IN AMERICA.” 


—PC RESEARCH (OCT.’92) 


IF YOU CAN’T FIND LINKS 386 PRO NEAR YOU, CALL 


Tee 
Sema 


PRESS See 


| INKS&3R26 


=ACCESS 


——— —"" SOFTWARE INCORPORATED 
4910 W. Amelia Earhart Dr., SLC, UT 84116 


1-800-800-4880 FOR QUESTIONS OR ORDERING . 


Reader Service No. 89 








Again, like baseball simulations, current action-oriented prod- 
ucts are worlds better than their predecessors. Their manufac- 
turers have added loads of stats, play-design tools, better graph- 
ics, realistic sound, and improved league and team management 
options. Stats-based games have also added many more fea- 
tures and functionality. The stats games, Pro League Football 
in particular, seem to have made the biggest advances. Over the 
last three years Micro Sports has added a graphics front-end 
and player animation to its long list of features. No other game 
has as much statistical detail, and its modem play options are 
unprecedented. 

One would think that a sport as popular as basketball would 
inspire programmers to create scads of top-quality computer 
simulations. Unfortunately, I can count on one hand the basket- 
ball games that have been released over the past three years. 
What’s worse, none have surpassed TV Sports Basketball, a 
game that is over five years old! 

TV Sports Basketball was and still is a joy to play. It 
offers a player editor, league play, stats tracking, a competi- 
tive computer opponent, and graphics that look good even 
today. Its recent competitors include Road to the Final 
Four, Dream Team, and Michael Jordan in Flight. RTFF 
was so poorly executed that it was a horror to play. The 
graphics and animation were atrocious, and the statistical 
modeling was inane. Any computer game that can simulate 
Montana State beating UNLV in the first round of the 1991 
NCAA tournament is missing a few bytes. 

Dream Team was equally forgettable. The graphics and 
sound were good, but the game was so superficial that one 
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tired of it after about a week. The same can be said for 
Michael Jordan in Flight. It’s all style and no substance. 
Despite breaking new ground with exciting animation tech- 
niques, the programmers failed to include any variety in 
their game. Furthermore, the computer is way too easy to 
beat, making the game little more than a Michael Jordan 
highlight film. The market has yet to produce a basketball 

















Michael Jordan in Flight: no variety | 


game equal to the premier football and baseball simulations. 

Until it does, Pll continue playing TV Sports Basketball. 
Golf games have come such a long way over the years that 

we named one as Strategy Plus Sports Game of the Year 


1992: Links 386Pro. I remember playing Leader Board on 
my Atari ST five years ago and thinking that it was a killer 
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game. It only had one course, but that was, ahem, par for 
the course back then. 

Three years later when I bought my first PC and picked up 
PGA Tour Golf, I thought I’d hit the big time. PGA Tour 
Golf had replications of three genuine courses for the player to 
master, and tips from the pros between holes. A year and a half 
later came Jack Nicklaus Ultimate Golf, and soon afterward, 
Links. These games brought golf simulations to a new level of 
sophistication. JNUG came with a course designer, and Links 
offered the best graphics in the business. 

Last year, though, was the year of the golf game. Links 
386Pro blew everyone away with its unparalleled Super VGA 
graphics and digital sound. Greens hit the shelves with the first 
modem play option in a golf simulation, and JNUG Signature 
Edition was released, which improved on the original in almost 
every way. In addition, 1992 saw the release of the first 
Windows-based golf games: PGA Tour Golf for Windows and 
Microsoft Golf. The latter can read courses designed for Links 
and Links 386Pro. 

If software companies make as many technological advances 
over the next five years as they have in the last half decade, 
Look for CD ROM to become standard 
equipment on most PCs soon, which will give software compa- 


we’re in for a thrill! 


nies the market, medium, and motivation to add even more to 
their sports games. Modem play should also become more 
popular. It’s already offered in at least one game in each of the 
major sports categories (with the exception of basketball), and 
in three driving simulations. The revolution is not coming, its 


already here. 
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SIMULATIONS 
by Steve Wartofsky 


et me preface the following by assuring game designers 


that I have almost infinite respect for the incredible 


efforts that have gone into almost every flight sim 
released for computer. That being said, however, it’s time for a 


slightly different perspective on the whole genre. 


At the most fundamental level, flight simulators have evolved 


painfully slowly ever since their inception. Flight Simulator 


4.0, for instance, took forever to show and we’ve gone through 


literally three generations of major hardware transformation 
with still no Flight Simulator 5.0 in sight. F-19 was a major 
design innovation, but one which Microprose has been produc- 
ing variants on for over three years now. 

A-10 Tank Killer revealed that budding flight sim fans could 
be fooled into playing arcade games (albeit ‘realistic’ arcade 
games), but Red Baron and the ‘Aces’ series, despite their 


refinements, really haven’t changed the original concept very 


much, and it’s been - what? - yep, three years already. 
Flight Assignment: Air Transport Pilot, Shuttle, and 
Megafortress all introduced an entirely new spin on the idea of 


flight simulation ‘realism,’ one which would prove more appeal- 
ing to strategy gamers than air combat fans; but after the initial 
(and almost simultaneous) blast, this approach to simulation 


seems to have died on the vine (at least in terms of broad-based 


acceptance and further innovation). 
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Falcon was a wonderful air combat simulation even in its first 
Mac/Atari ST/Amiga incarnation (the early IBM version was a 
mess) and, for once, subsequent versions proved to be major 
innovations. The leap from the original Falcon to Falcon 3.0 
took over three years, however, and was accompanied by loud 
crashing sounds that would have terrified even the most inveter- 
ate springtime Alps climber. 

All this is to suggest that it’s time yet again for something star- 
tlingly fresh. The major flight simulation companies have just 
about wrung everything they can out of their original game 
engines and game design ideas. The major industry test over the 
next few years is whether or not any of these companies will 
have the talent, chutzpah, nerve, matzoh balls and insanity nec- 
essary to dispense with the familiar and strike out for the 
untrammeled territory ahead. 

But how to conceive of that territory? First, by taking a quick 
tour over familiar trails; then, perhaps, by offering a few sugges- 
tions. To indicate the thrust of the argument first, though, I’11 
come out and claim that I think Disney’s recent Stunt Island is 
the most important development in flight simulatordom ever. 
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Stunt Island: a fully developed flight simulation 


With Stunt Island’s set construction and stunt-flying metaphor, 
we have the essence of flight simulation incorporated into a soft- 
ware system with something other than mere flight simulation on 
its agenda. It’s no stretch at this point to assume that a perfectly 
good flight simulation can be effectively blended into other gen- 
res of software entertainment. Far more than an arcade sequence 
in an adventure game, or a combat sequence in a CRPG or strate- 
gy game, a fully-developed flight simulation should ideally 
function as a means to other ends. In Stunt Island, for the first 
time, it does so, and does so effectively. 

Way back when, in the days of CP/M even, there were flight 
simulations. Even before there were graphics, there were flight 
simulations. 747.BAS, a public domain BASIC program which 
could run in the 58k TPA (Transient Program Area) of a typical 
CP/M computer, originated criteria for a microcomputer flight 
simulator that have been adhered to pretty much ever since. 

The main concern in the program was to take off (without get- 
ting blown off the ASCII runway by wind variables), set a prop- 
er course for the flight, and arrive on time and in the proper 
flight configuration to make a landing (the landing was the most 
interesting part). There were rudimentary instruments (which 
could be displayed in highlight mode by tweaking ESC 
sequences), and rudimentary flight controls. 747.BAS provided 
32 


the necessarily basic if/then propositions to guide the player 
through proper flight procedures. 

The concerns of this program have been present for flight sim 
fans ever since: is the plane flying at the correct speed, altitude, 
angle of attack, and approach for its mission (be it landing a 
Cessna or 747, repairing a communications satellite or acquiring 
a target for air or ground assault)? 

More sophisticated elaborations of this question have been pro- 
posed by good flight simulators ever since - and some people 
indicate thumbs up or down based entirely on whether a sim gets 
the published numbers for these factors right -- but the question 
has remained the same. No sim has yet gotten it entirely right, 
and there’s still lots of work to do by way of adding further per- 
formance issues to the root ideas present in the above question. 

If performance of the plane itself is one issue, the next most 
important one is the performance of the joystick. As a recent 
letter in the magazine suggests, the sophistication of flight con- 
trol simulation adds immensely to the quality of the experience. 
Sims shot down early by players and reviewers alike, more often 
than not have rather rudimentary flight control. 

Sophisticated flight control integrates the issues of performance 
specs with appropriate representations of such things as mass, 
inertia, thrust, and air resistance in as many flight attitudes and 
configurations as the design will allow. Giving the player inde- 
pendent control over different portions of the wing surface (rud- 
der, ailerons, elevator, trim) when appropriate to the vehicle rep- 
resented is becoming more and more crucial to successful design. 

The more differences in control are made apparent through joy- 
stick response as well as on-screen performance during maneu- 
vers, the more absorbing the simulation. We still breathlessly 
await the day when joystick and throttle control is no longer 
merely a question of input, but also a question of programmed 
reaction to differing flight conditions on the part of the peripher- 
al (increases in resistance, for instance). This will require coor- 
dination of hardware and software developers, but is definitely 
a New Frontier in flight sim design. 

After flight control comes the quality of instrument representa- 
tion. This is one area where a number of recent designs have 
stood out, and something that’s been a strong suit in the genre 
from the start. Perhaps because it is easier for the program to 
broadcast the results of calculations via instruments than to do 
anything else, flight sims have succeeded best at the game of 
‘realism’ via instrumentation. 

F-15 Strike Eagle III and Air Transport Pilot are really the 
crowning achievements in this vein, and it’s unlikely anything 
will show soon to outdo these two sims in this category. Radar 
in particular has been simulated extensively, from Tracon II to 
Megafortress as well as in the other two just mentioned; any fur- 
ther work done is likely to be minimal refinement at most here. 

The environment of the flight stimulation is taking place in ranks 
next in importance after instrumentation, and here’s the area 
where major innovations are beginning to take place. Falcon 3.0 
set some useful standards in the framework of air combat, but 
Stunt Island really points the way towards what has yet to be 
done to refresh and invigorate the genre of flight simulation. 

No matter how increasingly realistic, or graphically spectacular, 
there is a limit on how many times any particular player will be 
willing to focus primarily on either a) blowing things up, or b) 
making a good IFR landing (a vocal minority exists who might 
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argue with this premise, but they tend to gravitate to new sims 
slowly, if ever, anyways, so they’re not a concern here). 

The Bruce Artwick Organization recognized the value of such a 
concept a good while ago, and sponsored the development of 
Mallard’s recently released Aircraft and Adventure Factory, 
yet more evidence that putting sims to work for purposes other 
than flying and dogfighting is an idea whose time has come. 

But even something like AAF only begins to address the 
potential of this idea. Too long have players had to put up with 
flying abstract mission after abstract mission; too long have we 
had to imagine into being characters that take no more sophisti- 
cated form than a numeric ‘score’ of some sort. 

Should something like CD-ROM become a standard (ideally, it 
would be a mass-storage read-write medium that’s faster and 
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cheaper, along the lines of what’s happening in the audio indus- 
try with the introduction of the Minidisc), the resources will be 
there to support a more narratively sophisticated environment 
within which the course of a flight simulation can take place. 
anything to justify Strike Commander’s 


If there’s existence, 


for example, it’s probably solid work precisely along such lines. 
And concomitantly, the success of the two Wing Commander 
designs derives not from their being arcade games, but rather 
from the polish of the adventure shell within which their mis- 
sions are taking place. 

There’s no reason a major company with resources in both 
flight simulation and adventure game technology couldn’t move 
towards the development of synergy between the two. Imagine 
all that and an excellent strategic game to boot, and we’re at the 
next generation of flight sim software. When will it show? Oh, 
next week at the latest, natch. 

Meanwhile, we’ll go on nattering about flight performance, 
turn rates, the amount of titanium that erodes off the upper sur- 
face of an F-16’s wing per flight, and so on; but that’s all just 
background noise awaiting something in the way of real innova- 
tion in flight sim design. 

The advantages of 3-D wrapped solid-fill technology, derived 
from flight sim work, have already become quite readily apparent 
in the likes of a game like Origin’s Underworld II; let’s see that 
picture turned around. Let’s see what the advantages of wrapping 
flight simulation in other-genre technology can do to perk up a 
genre that’s about at the point now where adventure games were 
a year or two ago (and we know what’s happened to them in the 
interim). Evolution? Revolution? Whatever works. 


Mark Il WCS™ 


ThrustMaster’ 


Get Real 
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ThrustMaster Inc. 10150 SW Nimbus Ave. Suite E-7 Tigard OR 97223 PHONE(503)639-3200 FAX(503)620-8094 
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CARRIERS 


AT 
WAR II 





Fleet Operations in Southeast Asia 





Strategic Studies Group 
presents the sequel to the 
hugely successful Carriers 
at War. Carriers at War II 
offers more tension, more 
excitement and tougher 


Opponents. Eight new 
scenarios include an 
improved War Room 
intelligence system and 
tougher AI. 


1936 - 1946 


The uncertainty of war is 
vividly recreated and entire 
battles can turn on the 
efforts of a single plane. 
Eight new scenarios, some 
hypothetical, others 
controversial, explore all 
aspects of tactical and 
strategic combat between 
Japan and the United States 
& Great Britain. 


Carriers at War II requires 640k of 
RAM plus 2MB of expanded or 
extended RAM, an 80386 or better, 
hard disk, VGA graphics, mouse, 
and supports Adlib, Sound Blaster, 
Roland MT-32 and Roland Sound 
Canvas. 


Strategic Studies Group 
P.O. Box #30085 
Pensacola, FL 32503-1085 
904-469-8880 
Available for IBM $69.95 
suggested retail 
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beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all 
fantasy role-playing games, we know where 
you can find it. 

Online, in GemStone III™. 

This is no kill-the-dragon-thank-you-very- 
much computer game. And it goes far beyond 
any of the other so-called legends in the online 
arena. 

Here in GemStone III, you’re joining real 
people, in real time for your online quests. 
Some of the best role players and game masters 
in the country — all meeting together in a 
vast and constantly evolving world, rich 
with fascinating characters and 
demanding adventures. It’s a place you 
can play forever. 

GemStone III makes every other fantasy 
game history. And your friends are 
already here. So sign onto GEnie® today, 
and welcome home to GemStone III. 


GemStone III is a trademark of Simutronics Corp. 
Shadow World is a registered trademark of Iron Crown Enterprises, Inc. 
GEnie is a registered trademark of General Electric Company. 


Optional graphic front-end program available for IBM PC only. 
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Sign up now: 

Set communication software for 81N or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 

At the U#= prompt, enter XTX99233 ULTIMATE 
then press RETURN Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 month- 
ly fee for all checking accounts.) For more 
information in the U.S. or Canada, 
call 1-800-638-9636. 


(semStone IIT": 
Shadow World® 


Or) 
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icroprose’s version 1.05 of their excellent World 
Mi Circuit racing simulation is now available. It 

makes a great game even better by adding the best 
modem play module of any sports game I’ve seen. In the 
past, modem play has suffered from limited features, clunky 
interfaces, and poor execution. Not so in World Circuit. 
Instead of restricting the players to racing simple 
head-to-head action, World Circuit offers the option of rac- 
ing against the entire field of computer cars in addition to the 
player on the other end of the phone line. This way, a pair of 
motorheads can vie for the Formula 1 championship by rac- 
ing an entire season together. Head-to-head racing is also 
included, but is not half the fun as competing in a real racing 
season. 

World Circuit also reduces modem-play frustration to a min- 
imum by masterfully managing the connection between the 
two PCs. Besides including the typical chat mode, the game 
does a great job of notifying each player when his counterpart 
is requesting a pause, has crashed his car, or simply is busy hit- 
ting the disk drive. Gone are the days of wondering if the con- 
nection has failed because the game doesn’t seem to be 
responding. 

Microprose didn’t stop with the modem play upgrade. They 
also fixed some nagging problems with the original game. 
For example, they replaced the engine sound and tire squeal 
with more realistic effects. They also addressed the ‘steering 
help’ controversy by adding an adjustable steering sensitivity 
control, and added support for rudder pedals. In all, 
Microprose UK has done a fantastic job with this upgrade, 
and should be commended for offering it free of charge. 

Joseph McCullough 


News 

The Delphi on-line service has some interesting news for 
modem users that should knock a hole once and for all in the 
argument that playing by modem is ‘too expensive’. What they 
are offering is a packet switching system that will enable com- 
mercial games that support modems to be played using their 
service. 

In the Games Room, players may meet and challenge new 
opponents. There is also a player directory where members list 
their gaming preferences. Once a match has been arranged, the 
game is then ‘uploaded’ to the Delphi service and play com- 
mences immediately. 

Games that are supported by Delphi include: The Perfect 
General (QQP), Command HQ, Empire De Luxe, and 
Conquest (shareware). Delphi have two membership plans: 
$10 a month which includes the first 4 hours of use; addi- 
tional use is $4 an hour. Or, $20 a month for 20 hours of 
use; $1.80 an hour for additional use. Top speed at the 
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moment is 2400bps, though 9600bps is being tested in some 
locations. Access to Delphi is through their 800 number (365 
4636) which can also be used to obtain further information. 

Those readers without modems (what are you doing reading 
this?) may care to note that Sierra-On-Line are offering such a 
gadget for less than $50. The TSN Game Modem, as it known, 
will be an internal 2400bps and comes bundled with TSN’s 
multi-player game software and membership kit. 

QQP’s The Dark Crystal will be possible the first RPG to 
support modem play, either working as a team or in 
head-to-head competition. The company say that all their 
future games will offer modem support. 

The CD ROM version of Buzz Aldrin’s Race Into Space 
(floppy version reviewed issue 32) will definitely contain a 
modem option. Initially, both players will require the CD ver- 
sion, but a subsequent upgrade will enable owners of the flop- 
py version to connect with CD ROM users. In addition to the 
modem facility, enhancements will include a full symphonic 
score (not MIDI), and video footage from the period. Look for 
this in early fall. 

Papyrus Design Group, creators of the computer racing simu- 
lation Indianapolis 500, published by Electronic Arts, have 
launched a computer bulletin board for Indy 500 users. This 
BBS is a source of information on current and future Papyrus 
products, and includes an upgrade to Indy 500. The upgrade 
provides support to Soundblaster and compatible sound cards 
on high speed computers. (Users of Indy 500 on some high 
speed 386 and 486 computers had reported problems with 
music and sound effects.) The upgrade replaces the 
INDY.EXE main executable file. 

Papyrus expects the BBS also to provide a forum for Indy 
500 users to trade tips and techniques with each other and with 
Papyrus developers. Papyrus also will release information and 
demos for future products through the BBS. The BBS number 
is 617-576-7472 (9600 8-N-1). O 
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We dont know from friendly skies. 


You’ve beat all the flight sims? A furball 
doesn’t raise a sweat anymore? Ten minutes 
of WWI combat isn’t even challenging? 

Hmm... 

Maybe you are ready for Air Warrior®. 

That is, if you think you can handle the 
most realistic combat flying there is. Because 
Air Warrior does more than correctly model 28 
different WWII aircraft, complete with spins, 
stalls and buffeting. 

It puts you up against other human beings. 
Online, in real time, for as long as you care 
to play. 

That’s why Air Warrior attracts the aces. 
So if you’re just looking to do a friendly loop- 





Air Warrior is a registered trademark of Kesmai Corporation. 
GEnie is a registered trademark of General Electric Company. 


Graphic interface required and available for selected machines. 


the-loop, look elsewhere. If you’re interested in 
a career, sign on to Air Warrior — only on GEnie®. 


Sign up now: 

Set communication software for 81N or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 

At the U#= prompt,enter XTX99232, FRIENDLY 
then press RETURN Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 
more information in the U.S. or Canada, 
call 1-800-638-9636. 
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Close encounters nightly. 


For the cold reaches of space, there’s an 
awful lot of chummy people here. 

That’s because Federation II isn’t one of 
those shoot-the-ship computer games. This is 
a universe full of people. Real people, online, 
working with other real people in real time: 
busily building their fortunes, planets...nay, 
empires. And they’d love to throw some work 
your way so you can do the same. 

Of course, there’s a lot of bargaining, buying 
and bulling that goes into it. We’re social creatures, 
after all. 

But if you’re one of those special individuals 
who understands that creating an empire is ever 
so much more interesting than destroying aliens, 
maybe you can thrive in our space. 





GEnie is a registered trademark of General Electric Company. 





There’s only one way to find out. Sign up 
and meet us in Federation II — available 
only on <GsEme*. 


Sign up now: 

Set communication software for 8I1N or 71E 
half duplex (local echo) at 300, 1200 or 2400 
baud. Dial toll free: 1-800-638-8369. 
Immediately upon connection, enter HHH 

At the U#=prompt,enter XTX99234 ,UNIVERSE 
then press RETURN Have a major credit 
card ready. In the U.S., you may use your 
checking account number. (There is a $2 
monthly fee for all checking accounts.) For 


more information in the U.S. or Canada, 
call 1-800-638-9636. 
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The lowa townsfolk were suspicious. What was a company called 
Intergalactic Development doing in their neighborhood? And then the 
sheep started disappearing. Ezra Sidhan recounts the grisly events 
leading up to the publication of Jack the Ripper in. . . 


Diary of a 





DIARY 





Viadman 


August 30, 1991. A software publishing contract is written 
completely in the favor of the publisher. Our contract with our 
publisher says that we get paid within two months of the end of 
the quarter. In other words, if somebody buys one of our games 
on April 1, 1991, we will get paid our royalty no later than 
August 30, 1991 (the publisher gets to sit on our money for five 
months). Our UK publisher has so far grossed $802,359.37 
from the sales of our last game. Today is August 30 and our 
publisher owes us £30,760.91 ($53,341.41). This was supposed 
to be the payoff day for seven people who worked two years on 
this project. We didn’t get paid. 


September 4, 1991. Our publisher is not returning phone calls 
or responding to another pleading fax sent today. 


September 6, 1991. I receive a fax sent from Barclay’s Bank, 
PLC, Soho Square, London informing me that our publisher has 
authorized a wire transfer of the money to us. Unfortunately, the 
bank cannot comply with the order. What the hell does this 
mean? | call our accountant in London to see what he can find 
out. He calls back late in the London day (early Iowa time). Our 
publisher doesn’t have sufficient funds for the wire transfer. 


September 8, 1991. Our publisher is trying to launch an IPO 

(Initial Public Offering) to raise money. Someone calls from the 
publisher’s UK office to warn us to stop saying that we haven’t 
been paid. It might hurt the IPO. They threaten us with lawyers. 


September 9, 1991. I decide that this is it. We can never be left 
at the mercy of the stupid, short-sighted, greedy, inept publishers 
again. Our next game must be done by ourselves. Hell, we do 
everything except the disk duplication and box manufacture 
now, anyway. I start outlining a detective game set in Victorian 
London. Seems simple; a six month two person project tops. 
What is the great unsolved Victorian mystery? The Whitechapel 
Strategy Plus 





Horror; Jack the Ripper. We have a project. 


September 11, 1991. The IPO is successful. Our publisher is 
awash in cash. Our publisher’s president allegedly makes $35 
million on the IPO. We finally get paid our small share of the 
receipts. I start pricing disk duplication equipment. Our publish- 
er's president buys a soccer team. 


October 19, 1991. I remember a pen and ink artist (Pat Collins) 
who did a fine job of drawing the building where I used to play 
piano. I begin to see what this project is going to look like: 
Edward Gorey (the author of The Gashley Crumb Tinys, The 
Insect God, etc.) meets Sir Arthur Conan Doyle meets the East 
End of London. The fog is thick and the artist’s lines are fine 
and strong. I decide to commission the artist to create dozens of 
drawings based on faded photographs of nineteenth century 
London. Pat’s work looks so good after it’s digitized that I 
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decide to do the whole project in black and white. A new art 
form: computer noire. 


November 13, 1991. Assign Andy Kanakares (Designasaurus, 
UMS, UMS IL) to the project full time. He begins writing a 
windowing system with Victorian scroll bars and window 
frames. I vaguely recall that Bill Gates assigned about 4,000 
people and spent more than a third-world nation’s treasury 
developing Windows. I have faith that Andy can do a much bet- 
ter job with a smaller budget. 

November 18, 1991. Hire another artist (Glen Boyles) to pro- 
duce the individual pen and ink portraits of our Rogue’s Gallery. 
The Cash Out is beginning to look like the odometer on the star- 
ship Enterprise: it is spinning furiously. We are beginning to 
hemorrhage cash. 


Graphic Text W 


Brown also testified that he heard Hiznbeth Stride 
say to the mar, No, rot tonight. Maybe some other 
night. " 


Jatnes Brown testified that ati245 AM September 30, 
while walking down Fairclough Street he saw 


Elizabeth Stride. 





James Brown: in a cold sweat 


January 15, 1992. Lunch with the banker: The Davenport Club. 
I have a strict rule: never join a club that would have you as a 
member (Groucho Marx). I try to adhere to it. Our accountant’s 
firm (that we pay an obscene annual retainer to) is a member. 
The three of us meet over peppercorn steaks and immaculate 
service. 

I’m wearing an Iowan copy of a British suit I saw on my last 
visit to London and my hair is cut short. I am wearing the Italian 
shoes that hurt. I am desperate to cut a deal. I present my best 
dog and pony show and the banker looks straight into the eyes 
of our accountant, completely ignoring my stack of printouts 
and projected gross (pre-tax) income statements. Our accountant 
gives a solemn nod and the deal is done (a $100,000 note for 12 
months). I offer a child as collateral on the deal. The joke is on 
the bank; I have two children. 


February 15, 1992. Glen is complaining about some of the 
subject matter that he’s drawing. Specifically it’s the in situ 
murder photos. He really doesn’t look well and he’s com- 
plaining of insomnia. He demands quadruple pay for the 
Mary Kelly murder photo and gets it. ‘Can’t you tone it down 
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a bit?’ I ask. He darkens the image until the viscera blends 
into the bedsheets. 


April 27, 1992. The 170th birthday of U.S. Grant. God bless 
him. By this time next year we will celebrate in Galena, Illinois, 
at the general’s home. I like spending the general’s birthday 
with the caretaker. There is a cake with a dozen dozen candles 
and then some. There is a ghost that walks through the general’s 
home. Next year in Galena. 


May 12, 1992. My sister, Maxine, a sometime researcher for the 
Canadian Broadcasting Corporation, visits Davenport and 
begins the research on Jack. Eventually, her research notes fill a 
four inch thick binder. 


April 15, 1992. More cash out; little cash in. 


May 1, 1992. In our local, the Meat Market, Andy and I, over 
uncounted bottles of single malt whisky, work out the final details 
on the internal mechanics of Jack, while listening to Warren 
Zevon’s Werewolves of London over and over. Later we learn 
from the regional distributor that more bottles of Glenlivet are 
sold in Davenport per capita then any other place in America. 


May 15, 1992. 3:00 AM drinking. Andy wonders out loud, 
‘why is it that the ******* is never the guilty party?” An absurd 
statement. I love it. We have the first solution to the Jack the 
Ripper mystery; the ******* did it. It fits the evidence. 


May 17, 1992. Brian Walker, that whiney sonofabitch Brit edi- 
tor of Strategy Plus wants a ‘Jack’ article. The best ink is free 
ink. This may come in handy and there is plenty of whisky up 
the street at the local. I wax poetically for 1500 words and he 
runs some screen shots. 


June 30, 1992. Strategy Plus article comes out. The industry is 
all a-buzz. The phrase that I hear all over and over: ‘an actual 
real unsolved mystery!’ Yup, this is as real as last quarter’s 
financials. 


July 8, 1992. A well known software publisher offers to distrib- 
ute Jack for us; all they want is 80% of net receipts. Sheesh! 


September 17, 1992. Why does every project turn into this hor- 
rible death-struggle? So much money is generated by a hit pro- 
gram and we’ve had nothing but hits. Millions for publishers. 
$5.4 million to be precise the last time I looked. Our share bare- 
ly covers the health insurance premiums. 

I swear to God that this one is the last one. I write an insipid 
prayer in English and ancient Egyptian heiroglyphs (it’s best to 
hedge your bets): ‘Dear God/Just please/will You get us 
through/this wilderness/this darkness/without end...’ Then I 
remember: ‘Those that the gods will destroy they first make 
mad.’ 


October 19, 1992. Thought for the day: ‘There comes a time 
in every great battle that both sides are utterly fought out. The 
side that picks itself up first and attacks will inevitably win.’ - 
U.S. Grant. It would be unseemly to let the bastards win now. 
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A SERIOUS DISCUSSION 
OF CHESS IN R 


THE 41ST CENTURY. 





Q: How has the classic game advanced in your time? 


A: It’s about time you checked your mate, kingie. People in the 41st Century have brains the size of basketballs. 
So when we want a challenging game of chess, we want a true challenge, and that’s BATTLE CHESS 4000™., 


Q: But what specifically sets you apart from the others? 
A: We have beauty, brains, and a sense of humor. Our gorgeous SVGA graphics are stunning. Our 
sophisticated chess algorithm rivals even Chessmaster™, and our library starts at 300,000 moves and learns as it 


plays. And when it comes to humor, well, only a maniac would laugh at anything else. We have moves that our 
competition can only dream about. And just wait until you hear our incredible digitized sound effects ... 


Q: So is BATTLE CHESS 4000™ really the chess game of the future? 
A: You must be ready for a Fool’s Mate, Kingie. BATTLE CHESS 4000™ is available today, at your local software 


retailer. Don’t listen to a maniac with a wimpy algorithm and boring animations, or to someone who thinks you 
have to be serious to be smart. BATTLE CHESS 4000™ is the only computer chess game that’s good enough for the 
41st Century. BATTLE CHESS 4000™. Tomorrow’s chess game, today. 














For more information on BATTLE CHESS 4000™ call 1-800-969-GAME 
I 
§ Fill out the coupon, include your original receipt, and mail to: 
Ll FSS | INTERPLAY PRODUCTIONS 
I ; 
, 2070 Santa Fe Street, San Diego, CA 92109 
‘aes . Name 
Street Address 
i 
4 
1 Store Where Purchased 
i 
i — 
I 
I 
i 
i 
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Interplay Productions, Inc. 
17922 Fitch Avenue 
Irvine, CA 92714 


America's Sottware Headquarters 


a ae ee ee ee ae ae a ee ee ee ee el a ee a a A ae ae ee 
Re ‘ , LE Buy BATTLE CHESS 4000™ at any store including those listed below and we'll send you $5! 
BATTLE CHESS 4000 REBATE 
City State Zip 


Product must be purchased by 10/31/93. Rebate Expires 12/31/93. Allow 6-8 weeks for rebate. 


ee | 


©1993 Interplay Productions, Inc. All rights reserved. BATTLE CHESS 4000 is a trademark of Interplay Productions, Inc. 
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October 31, 1992. Dave Craft (Designasaurus, UMS, UMS 
II) begins work on the musical score. He understands exact- 
ly where we are coming from. He starts with delicate, 
macabre, harpsichord inventions and proceeds to weave an 
East End sonnet of madness. This man is good. Why don’t 
the consumers appreciate really great music in a computer 
game? 
Reviewers listen up: slam the disco themes and reward the really 
profound stuff. Look, there are some people who are really 
doing some decent music out there. 

Ad-Lib declares bankruptcy; chaos in the MS-DOS sound 
board biz. Andy stops working on the windowing and deals with 
the soundboard crisis. 


Dr. Thomas Bond is a police surgeon 
| assigned to A Division. Dr. Bond = 
served with the Prussian armyin 
1866. Dr. Bond states that Dr. Phillips — 
is art extremely competent pathologist 
who seems to enjoy his work. Dr. 
Bond states that he once saw Dr. 
Phillips, ‘filet a corpse in five 


mitiutes.' 
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Dr Bond: from Prussia with blood eB 


November 13, 1992. A gamble: I decide to go ahead and 
manufacture the boxes for Jack the Ripper now; many 
months before the project is actually ready to ship. We have 
just enough in the bank to make the down payment on the 
boxes. I decide on an elegant three-ring notebook and slip- 
case design. I commission Pat, the location artist, to draw a 
panorama of Whitechapel. He suggests emblazoning the 
actual signature of Jack the Ripper from the October 2, 1888 
letter to Mr. Lusk in the sky above the landscape. A stroke 
of brilliancy. I decide to make the signature drip ink onto the 
scene below. Our typesetter sends a fax: ‘Do you prefer the 
thin drips or the fat and chunky drips.’ Everyone is down 
with influenza and hacking up fat pieces of their lungs. I 
decide on fat and chunky. 


December 1, 1992. More whisky all around. Grant would 
understand. 


December 7, 1992. The bank is beginning to wonder if their 
note is going to be paid on time (January, 1993). ‘Of course, of 
course, no problem; it’s just a matter of converting UK funds 
into US funds,’ I respond. 


December 12, 1992. A semi-truck and trailer pulls up in front of 
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the office to deliver the boxes (one week ahead of schedule). 
There is nobody in the office except Andy and I (our summed 
fevers are running at 205.7° Fahrenheit). We unload the truck in 
our shirtsleeves while the driver looks on. There is no steak but 
at least I can try to sell the sizzle. A moment of joy. We unload 
the boxes and pass out. 


December 15, 1992. We are now out of cash. Half rations have 
become quarter rations, which in turn have become one eighth 
rations, which have become no rations. The troops could still 
live with this if it wasn’t Christmas time. But it is Christmas 
time. A time of great joy and mushy snow and present giving. 
The troops must have the wherewithal to give presents. It is time 
to go into town and cut a deal in the marketplace. I get my hair 
cut shorter. 


December 23, 1992. Cue venture capitalists; enter stage right. I 
sell 1000 shares of Intergalactic for $150,000. This is a good 
deal but I can’t figure out for which side. 


December 25, 1992. Christmas at the office. Warmth inside; 
falling snow outside. Presents exchanged. The wolf at the door 
is roasted on the spit. Much merriment. 


January 1, 1993. My sister calls. On the last project, or pos- 
sibly the project before that, she coined the phrase: ‘break- 
ing the Beast’s back.’ It means coming down the home 
stretch on a project. It’s all done except the shouting and the 
check cashing. She perfectly understood what it is like to 
wrestle a mammoth project down to the ground. The Fat 
Lady is running scales off stage. ‘Is the back of the Beast 
broken yet?’ she asks. Not yet. 


January 12 1993. I bring Dan Horn on board as a consul- 
tant. Should have done this a year and a half ago; he’s 
worked on every hit we’ve ever had. I don’t know how | let 
this slide until now. He wants everything in color. He sends 
a fax: ‘Without color and sound, I suspect you wouldn’t get 
a second glance from a reviewer or game buyers no matter 
how good the product truly is.’ The next day he transmits: 
‘There are thousands of clever, historical, interesting content 
games out there sitting on shelves or ‘special’ bins. You 
have to be competitive with what is out there.’ 


January 13, 1993. Ed Isenberg (UMS, UMS) begins col- 
orizing, or ‘Ted Turnerizing’ as we call it here, all 183 
images for Jack. I thought this would be a horrible abomina- 
tion but Ed is doing this with taste and style. He has 16 pre- 
set colors to work with and he is blending them with ele- 
gance and grace. We just might sell out with some decency 
and respect, yet. Moral: never underestimate the ability of an 
artist: they have a disturbing tendency to surprise you when 
the project least expects it. 


January 15, 1993. We decide to do the map of the East End in 
3-D. Junk the old map; all our coordinates are off now. Glen 
redraws it (you don’t want to know the price) and Ed Turnerizes 
it. It looks damn good and this thing may just work. I see blue 
sky and a chance to maneuver. 
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January 27, 1993. Dan writes, ‘As I have discussed before, 
your product Jack the Ripper, has the potential to be one of 
the most interesting products on the market this year. The his- 
torical value and the accuracy of your data makes this product 
unique in the industry.’ I remember my father saying, ‘the race 
is not always to the swiftest; but it’s the way to bet.’ They say 
my father was the last of the great handicappers. 


February 28, 1993. Windowing system rewritten to work in 
color. A Victorian masterpiece in 32 pixels square. If nothing 
else we could sell this to Bill Gates and retire comfortably. 


March 15, 1993. Hair falling out in great handfulls now. Next 
haircut probably unneeded. 


April 27, 1993. The 171st birthday of U.S. Grant. God bless 
him. A night of whisky and work in the office. The end is in 
sight. The general would understand. Next year in Galena, for 
sure. 


May 1 1993. Jack (version 0.01) begins Beta test. A work- 
ing, breathing, full sixteen color program heaves itself up, 
out of the water, onto the shore, to draw deep sucking 
breaths in the air. The process has begun; again. I remember 
a dinner in London back through the fog of ancient history. 
Dave Leibling of Infocom (a company that grossed $65 mil- 
lion and folded! ) said to me, over spaghetti Alfredo: ‘We all 
know what Alpha testing is (that’s when we test in-house), 


and there’s Beta testing (when we send it outside); then 
there’s Delta testing: that’s when we ship it!’ God bless you, 
Dave. Where you are I no longer know. I still see you, and 
spaghetti Alfredo, frozen in a frame from the past in an 
Italian restaurant in the West End of London. What a deadly 
business we have chosen that punishes one misstep so 
severely. 


May 5. 1993. Dan calls and wants to know why his Faxes are 
being ignored. I say to him, ‘if it’s that important put it in bold 
type.’ He sends the next fax completely in 72 pt. bold type. His 
changes are made. 


May 12. 1993. Bugs drop like FBI targets. Dan writes, ‘... I’m 
very excited about this project. I think you have a real winner 
here...” 


May 19. 1993. Trivia Question: What do Peter Townsend, 
Ho Chi Minh, Grace Jones, Buddha, Malcom X and I have in 
common? Today is our birthday. This is also the anniversary 
of Grant’s first assault on the fortress of Vicksburg during 
the American Civil War. Some days before this, Grant’s 
senior corps commander, William Tecumsah Sherman said to 
him, ‘Grant, you know the enemy would maneuver for a year 
to get you into this position.’ ‘Yes’, replied Grant, ‘but we 
are now finally on the same side of the river as the enemy.’ 
We are now on the same side of the river as the Beast. It’s 
just a matter of time. U 
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Units in Conquest For Windows grind to a halt upon encountering an obstacle, and will remain there unless given new orders. 
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Sports Locker 





‘Gupsy’ Joe McCullough predicts Atlanta for the World Series 


aseball season predictions have 
become a tradition here at the 





Locker. This article marks the 
third annual installment of what I hope 
has been an entertaining series. The soft- 
ware I’ve used the past two years has 
come close to predicting the winner. Last 
year, for instance, it picked three of the 
four division winners, but, alas, not the 
league champions or world champions. 

In the hope of being even more accurate, 
I have changed both my software and my 
methodology. In the past I picked up the 
action after the all-star break, using the 
current season’s accumulated statistics. | 
used MicroLeague Baseball to do the 
calculations. Two years ago I[ input all 
the stats into the MLB3 General 
Manager/Owner module. Last year | 
downloaded the stats from USA Today’s 
Sportscenter service into MLB4. This 
year I’m using Tony LaRussa Baseball 
II and a stats file of opening-day rosters 
based on 1992 final statistics. 

With the addition of the Colorado 
Rockies and Florida Marlins to the 
National League, I needed a program 
that would allow me to build these 
teams by using both a draft module and 
a player editor. MicroLeague did send 
me a beta copy of their 1992 season 
stats disk with the new teams already 
built. But the expansion draft and sub- 
sequent free agent activity shuffled 
team line-ups so badly after the 1992 
season that a draft utility was a 
must-have. MLB4 doesn’t have a draft 
module, so I chose Tony2. 

Besides providing a draft utility and 
player editor, Tony2 has the best league 
and schedule handling routines found in 
any popular baseball simulation. In 
anticipation of the expansion franchises, 
Tony2 includes an option of running a 
league with either 12 National League 
teams or the full 14. The game also han- 
dles schedule creation, league set up, 
stats tracking, and league management 
with ease. Furthermore, it creates an 
all-star team out of the statistical leaders 
ae 
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half way through the season, and allows 
the player to save game summaries and 
box scores to disk. 

With Tony2, one can play an entire 
season, including league championships 
and the World Series, in under half 
hour. Because the program makes sea- 
son replays so easy, I decided to run the 
simulation 10 times to track any trends. 
The National League East and West 
The 
Atlanta Braves, with what Sports 


division leaders were constant. 


Illustrated called the best five-man 
rotation in baseball, captured the NL 
In the NL East, 
Montreal prevailed seven out of 10 


West title each time. 
times. New York won twice, and 
Philadelphia once. 

The American League divisions were 
not as consistent, but some trends were 
noted. In the AL West, the A’s cap- 
tured five division titles, the White Sox 
and Rangers two, and the Twins one. 
The AL East turned into a battle 
between Milwaukee and New York, 
with each winning four times. What’s 
more, twice these teams played each 
other to break a division tie at the end of 
the regular season. Toronto captured the 
other two division titles. 

To predict what would happen if all 
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these trends were accounted for, I cap- 
tured the data for this article from a 
Standings/October 11 season replay that 
produced the following final standings 
shown in the figure above. 

As shown in the figure, all division title 
trends are represented: The Braves and 
Expos won their National League divi- 
sions, while the A’s and Yankees pre- 
vailed in the American League. In this 
simulation, the Braves blanked the 
Expos four games to none to win the 
National League title, while the Yankees 
outlasted the A’s four games to three to 
win the American League crown. 


The World Series: Game One 
The World Series began in Atlanta on 
October 22, in front of 60,412 fans. New 
York opened the scoring in the third 
inning when Dion James drove in Pat 
Kelly on a fielder’s choice to first base. 
The Yankees added another run in the 
fourth to take a 2-0 lead. Atlanta got 
rolling in the fifth when Brian Hunter hit a 
two-run dinger to center. Paul O’ Neill put 
New York back on top in the sixth when 
he smashed a two-out home run to center. 
Later, in the bottom of the ninth, Terry 
Pendelton drove in Dave Justice to force 
the game into extra innings. 
Strategy Plus 
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VOICE RECOGNITION SOFTWARE 


for Sound Blaster compatible card 


Operate your 
computer 


@covox 


From the developers of the U.S. Air Force's "Bionic 
Ear" comes VOICE BLASTER, the world's first voice 
recognition software for popular sound cards. 

The DOS and Windows 3.1 voice recognition pro- 
grams included allow you to add voice commands to 
popular education, business and entertainment pro- 
grams such as WordPerfect, F117A, Lotus 123, Secret 
Weapons of the Luftwaffe , DAC Easy, and hundreds 
more. 

Easy to install and use, you will be up and running 
at the speed of sound inno time! 






abe 
sounb! 
VOICE BANA 


Also included are DOS and Windows 3.1 record- 
ing, editing and playback programs which repre- 
sent leading edge PC sound technology. 

Voice annotation software included brings your 
Windows 3.1 word processor to life by adding your 
own recorded messages to your documents. 

The COVOX E/Q module and headset provided 
with VOICE BLASTER will improve your sound 
card's recording capability while giving you the 
best voice recognition possible. VOICE BLASTER 
will change the way you use your computer! 


VOICE BLASTER is available at CompUSA, Electronics Boutique, Egghead Software, 
Software Etc. and other fine computer retail outlets. Suggested retail price $119.95. 
To order call Covox at (800) 432-8970. Dealer inquiries (818) 446-9932. 


® 
Copyright 1993 COVOX, INC. All products and co 
gan pa <—* — = trademarks o 


names are trademar ae 
owners 


espective rig Cc 
675 Conger r St. Enaxcs, "OR 57402, (503) 342-1271 


ate 
their 
OVOxX, 


Reader Service No. 59 


Wild Pitch! v. 1.0 


Designed by 
Mike Savage 


Published by 


MS Software, P.O. 
sYoy @oX io Mee l(-1amailele(-m 
NJ 07028 


Systems 


IBM PC 
FlaTe Mere) ag)er=]t)e) (21-4 


System Requirements 


Hard drive, DOS 2.11 
or higher, 640K RAM, 
LEVY) Sey Vieey Vii lelalers 
foialcelail=Matrelalivelg 


Graphics 
eT AVAYLOT.N 


Supports 
Mouse 


Players 
1-2 


Hardball Ill Statman 


Designed by 
Jeff Rudokas 


Published by 


The Software Jar, 72 
Lorraine Dr., 

E. Bridgewater, MA, 
02333-2029 


Systems 
IBM PC/compatibles 


Graphics 
EGA/VGA 


Supports 
Keyboard only 


Notes 


The executable file 
must be copied to the 
directory where 
Hardball Ill resides 





New York thought they had the game 
in hand when O’Neill hit another one 
over the left field fence in the top of the 
11th. Atlanta countered, however, with 
a two-run rally to close the inning and 
take a 1-0 series lead. Pete Smith picked 
up the save for Atlanta, and Rich 
Monteleone the loss. 

Game Two 

Atlanta kept it going in game two, as 
they edged New York 4-3 in nine. Tom 
Glavine went the distance for the 
Braves, and was awarded the win. Jim 
Abbot was charged with the loss for 
New York. The Yankees stranded run- 
ners ten times throughout the game, 
which ultimately led to the loss. 

Games Three Through Five 

The Series travelled to New York for 
games three, four and five, which proved 
fortunate for the Yankees. Game three 
saw a tremendous display of offensive 
efficiency as New York scored five runs 
on five hits. Atlanta, however, stranded 
10 as they fell 5-2 before 60,192. Game 
four was a thriller. With two outs in the 
bottom of the ninth inning, Dion James 
singled to left, scoring the winning run 
from second. The bats came alive in 
game five, as New York scored five runs 
in the bottom of the sixth and three in 
the seventh to take a 9-5 decision. Both 
clubs had 10 hits, and both left five on 
base. Atlanta, however, walked six 
while New York only walked one. 
Game Six 

Each team having swept the other at 
home, Atlanta must have felt good get- 
ting back to Fulton County Stadium. 
Unfortunately, New York got the best 
of them in game six with a two-run 
ninth inning. Atlanta was flat the 
entire game, amassing only three hits. 
Melido Perez, the Yankee’s starter, 
threw seven innings and struck out 
nine batters before giving the game to 
Monteleone for the win. Steve Howe 
was credited with a save for pitching 
the ninth inning. 

Overall Results 

Despite losing to New York in the above 
replay, Atlanta made it to the Series six 
out of the 10 times I simulated the season, 
winning five. Even without the help of 
computer software, it’s hard to see anyone 
beating Atlanta this year. Tony LaRussa 
Baseball II confirmed the expert’s predic- 
tions, which shows how accurate today’s 
software can be given adequate data. 
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Whatever happens, though, one thing is 
for sure; Tony2 made predicting the 
Series champion both fun and easy. 


Stat packs 

The computer game industry runs in 
cycles. The two or three months before 
Christmas are a storm of activity, with 
new games showered on the gift-giving 
public every week. After the new year, 
however, the flood of new releases is 
gradually reduced to a trickle. When the 
summer months arrive, the drought 
begins. 

So here we are, smack in the middle of 
the dry season. What’s a thirsty gamer 
to do? Grab a glass of ASCII ale and 
download some refreshments from an 
information service! I pulled three dif- 
ferent types of files this month to 
demonstrate the wide selection of soft- 
ware available on commercial and pri- 
vate bulletin boards. 

Many files found on-line are small 
utilities that enhance commercial prod- 
ucts. Their creators find an obvious 
flaw in the existing game, and produce 
a patch or stand-alone program to fix 
the problem. One such utility is the 
Hardball III Statman Utility created 


by Jeff Rudokas. Frustrated by the 
lack of a good stats tracking and 
reporting module in Accolade’s popu- 
lar Hardball III, Rudokas created a 
program that extracts statistics form 
the game’s league files. Statman 
allows the user to display team stats 
and league leaders for all categories 
tracked by Hardball III. These 
include historical and simulated num- 
bers for hitters and pitchers. What’s 
more, the league leaders function is as 
full-featured as that found in 
MicroLeague Baseball 4. 

Interestingly enough, Rudokas initial- 
ly designed his program to import logo 
files created with the Hardball III logo 
designer. He hoped that someone 
would create accurate team emblems 
for the pseudo-major league teams that 
come with the game, and upload their 
file to a BBS.. 

In addition to small utilities, one can 
also find full-blown shareware games 
online. An example is Wild Pitch!, a 
stats-based baseball simulation created 
by Mike Savage. Version 1.02 comes 
with 1992 major league baseball statis- 
tics, so the player can manage his 
favorite players based on last-year’s 
Stats. 

As with most shareware games, the 
graphics and sound are poor. If expecta- 
tions are lowered, however, the game 
can be fun. Most baseball strategies are 
supported, including pinch runners, 
pinch hitters, steals, hit-and-run, squeeze 
bunts, and sacrifice flies. I couldn’t 
force the game to send in a pinch hitter 
for my pitcher, though. It will only 
allow substitutions for like positions. 
Besides the strategy choices, on-line 
help and stats are available to assist the 
would-be manager. At the end of the 
game, the player can even print out the 
scorecard and box score. 

A few features are not included in ver- 
sion 1.02, although place markers have 
been set for future enhancements. For 
example, the Game dialog box includes 
options for setting the weather, stadium, 
and playing against the computer. These 
are not yet available. Savage promises 
that if users registers the game ($25.00), 
he’ll send a copy of the latest version, 
one free upgrade, and a bound game 
manual. He will be adding ballpark 
affects and a pitcher fatigue rating for 
the next version.U 

Strategy Plus 


Warlords created a new 


Standard in_ strategic 
gaming and Warlords II 
provides a number of 
improvements while 
retaining the ease of play 
and strategic elements. 


Available in August... 
for IBM at $69.95 suggested retail 


New Features 

Hidden Map option, Totally new AI 
system, Optional military adviser, 
640x480 VGA graphics, New 
movement system and interface, 
Powerful new magic items & 
abilities, Random map for infinite 
game replayability, troop transports 
and warships for amphibious 
warfare, and Diplomacy option 
provides a framework for 
backstabbing and deceit. 
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Warlords II requires 
640k of RAM, plus 2 MB of 
expanded or extended memory, 386 
or better CPU, VGA graphics, 
mouse, supports Adlib, Sound 
Blaster, Roland MT-32 and Roland 
Sound Canvas. 


Strategic Studies Group 
P.O. Box #30085 
Pensacola, FL 32503-1085 
904-469-8880 





Strike Commander, 
published by Origin 
Systems, was 


reviewed in issue 32 





Wildcats, they do the Splits while attempting to master the ancient art of 


yo-yos. But that Richard Lawrence, he likes to sit at home sipping tea and 
writing tips on Strike Commander, pausing only to yell... 


" Strike One! 


he temptation in an action based 

game like Strike Commander is to 

just shoot everything that moves 
frenzy fashion and see how it works out. 
For much of the game, it’s a pretty good 
philosophy which will serve the player 
well, but certain missions will go easier 
with a little planning aforethought. 

First, every player should have a good 
idea of what works and does not work in 
combat. Know the capabilities of the vari- 
ous weapons and how easy they are to 
use. Just because a weapon costs more, or 
is ostensibly more advanced than another, 
doesn’t mean it’s worth it’s weight in 
combat, or it’s cost. For instance, during 
the course of analysis for this article the 
bomb of choice was the MK82 - cheap, 
easy to aim with the CCIP system, and 
effective even in circumstances supposed- 
ly requiring a specialized weapon, such as 
bombing a runway or ship. 

The air-to-air weapon that every Wildcat 
pilot should know and love is the trusty 
Vulcan. AIM 9J’s are cheap but can’t 
hold a lock to (literally) save a life, 9M’s 
are twice aS expensive and aren’t much 
better. Yet it doesn’t cost a dime to empty 
the guns each sortie, and with the high 
maneuverability of the F16 compared to 
other aircraft in Strike Commander, one 
can be assured of drawing a bead on the 
enemy sooner or later. The trick to 
becoming an accomplished gunner is to 
learn controlled bursts; aircraft can gener- 
ally be downed in less than 150 well 
placed rounds, so bursts should be no 
more than 50. 

The only thing an experienced pilot 
should have to worry about in air combat 
with Strike Commander is being heavily 
outnumbered or taking ground fire. 
Simply put, the computer opponents just 
aren’t very bright, so it’s not a particular 
challenge to defeat them (even at the 
‘higher intelligence’ levels). The 
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Immelman (which is adequately described 
in the Strike Commander manual) and 
Split-S maneuvers are important to set the 
player up with a rear aspect, and if execut- 
ed properly can place the F16 right in the 
control zone of the enemy. Very often 
engaging multiple targets results in a turn 
contest between the player and the enemy 
- rather than spending too much time as a 
sitting duck in a flat turn, master the high 
and lo yo-yos. 

Keep in mind the corner velocity (the 
point where the best turn performance is 
realized) is about 450kts for the F16, and 
will give the player the best turn potential 
against opponents. Do not get into the 
habit of head on passes. Early on they 
work fairly well, but late in the game 
opponents will take as big a bite out of the 
player as the player takes out of them. 

The computer opponents don’t pay much 
(if any) attention to conserving energy, so 
a good overall strategy is to try to beat 
them in this aspect of combat. Obtain 
higher altitude, or try to catch the comput- 
er after it makes a bad energy maneuver. 
One flaw in the logic of the computer on 
all levels is a fondness for the flat turn - 





yo yo into place and blow the offending 
bad guy away, since he’ll likely present a 
fat target as he waddles through the turn 
with his top exposed to gunfire. 

Make sure to remember that wingmen 
are available. They should be viewed as a 
last resort weapon for air targets. One 
strategy that works well is to use the com- 
munications option to order wingman to 
protect the player until the player is either 
damaged or out of munitions. This not 
only saves the frustration of having a 
wingman steal a kill, it provides a 
recourse for desperate situations. 
Otherwise the wingmen often deplete 
their ammo against targets the player will 
end up destroying anyway. Several times 
during the review, a mission was saved by 
having the player limp away at zone five 
while a wingman with a fresh set of guns 
went after the last target or so. 

Ground targets are a completely different 
story. These missions can be much more 
difficult than the air sorties and the player 
can’t rely on a wingman as backup, since 
they never seem to destroy ground targets. 
Basic rules apply, of course. 

Pay attention during the mission briefing 
Strategy Plus 


so which targets need to be hit is clearly 
defined. Load ordinance as appropriate, 
and don’t count on the automatic loading 
performed by the computer to be the best 
choice for the mission. The worst enemy 
here is going to be AA fire and SAMs. 
The best weapons against them are low 
altitude and high speed, which of course 
puts the player in a precarious position if 
attacked in the air. 

A useful point to note is that the con- 
figuration for ground targets will always 
be the same for the mission, no matter 
how many times it’s played. The first 
mission in Andes Mollorca is a good 
example. After reaching the ground tar- 
gets, the player should note that pesky 
missile launcher which makes the mis- 
sion difficult is always to the far right (to 
the rear) of the armored column. 
Coming in on the deck and at high 
speed, if the player can eradicate that 
launcher with either LAU’s or guns it 
will make the rest of the mission a cake- 
walk. This method works for several of 
the ground missions - target the enemies 
shooting first, and the rest is easy. 

Sometimes it’s not possible to take out 
all the missile launchers, which makes 
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air combat tricky. If possible, lure the 
enemy away from his ground support 
and fight it out in the clear, where the 
missile lock indicator isn’t constantly 
strobing. This technique can save trouble 
in the Grand Canyon missions and a few 
of the California missions as well. If the 
mission objective is a ground target and 
the area is extremely hot, simply accom- 
plish the goal by going after the objec- 
tive first, then run away on full after- 
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burners, taking care of any pursuers at a 
safe distance. 

Keep in mind that none of the mis- 
sions in Strike Commander measure up 
to the fabled ghost ship mission in 
Wing Commander. They may be diffi- 
cult the first time or two, but if the 
player keeps the objective clearly in 
mind and learns from mistakes, all of 
the missions can be accomplished 
without undue frustration.O) 
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FOR POE U LAR FLIGHT SIMULATORS 
HIGH-QUALITY, 3-D GRAPHICS 


STANDARDIZED, COLOR-CODED LAYOUT I 
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} "Keyboard Commander Templates reduce confusion and 
increase one’s gaming pleasure 
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"The Falcon 3.0 Premium 
Template will enhance the 
realism by taking the guess- 


“Premium Templates are quite 
impressive. They feature nice 
detail, color and are easil 


"Sim pilots weary of 
searching for control 
keys will appreciate 















=, | work out of which key does _ readable. The KCC Premium Keyboard Commander 
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FREE!! 
RAILROAD 


TYCOON 


WHEN YOU 
SUBSCRIBE TO 


COMPUTER GAMES| 


™ 















CALL 800-283-3542 


“The designers of this simulation have done their homework and have 
provided anyone who fancies railroads with a chance to make their dreams HONEST REVI EWS 


come true.” Model Railroader 


"...clearly one of the best simulations of any type - indeed, one of the best TIMELY PREVIEWS 


games in general - to appear in a very long time." PC Strategy Guide 


'.-here's a nomination for computer game of the year... It's one product that CUTTING 3 DG le DESIGN NOTES 
is definitely right on track." Chicago Tribune 

Overall Game of the Year; "... a lifetime of gaming in one product... CGW's DETAILE D GAME HINTS 

Game of the Year is rcognized because of its unique subject matter, excellent 


presentation, and exceptional game paly." Computer Gaming World 


“If not the best, Railroad Tycoon is certainly among the best computer IN-DE PTH STRATEGIC ADVICE 


games ever created..." Game Players 


thoroughly engrossing... may.well be the game of the year." Video Games _ Strategy Plus writers are hard-core gamers who give their honest 


& Computer Entertainment opinion of games they have played at length. We give you the 
ee ee previews as soon as the information on titles such as Patriot, Star 
3 Yr 36 Issues USA O $79 CANADA 0 $112 ~ | Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
2 Yr 24° Issues O $56 O$ 79 | Might & Magic 5 is available. Game designers Chris Crawford of 
1 Yr 12 Issues O $32 O$ 44 Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
RAILROAD TYCOON CL] 3.5 disk IBM Only Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
1 Yr 12 Issues FOREIGN AIR MAIL O$ 82 | 


Almberg of Worlds at War and many others, bring you up to date 


RAILROAD TYCOON AVAILABLE IN NORTH AMERICA ONLY as the design process unfolds. They share their design decisions 
| with you, what's in the game, what might be included and what's 


Name | been excluded. After the previews, design articles, andreviews we 


Address | give you detailed game hints and complete walkthroughs for 
0 games such as Indiana Jones and the Fate of Atlantis, The Dagger 


City... State ZipCode Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 


Card # | Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
| General, Civilization, Railroad Tycoon, Empire Deluxe, V for 
Exp Date Tel 


| Victory, Power Monger, Great Naval Battles and similar games, 
US & Canada: Payment must be in US Funds. Vermont residents get coverage with in-depth strategic advice. Computer Games 
add 5% sales and use tax. Make checks payable to: Strategy Plus | Strategy Plus includes previews, reviews, design articles, game 
Inc., PO Box 21 Hancock VT 05748. Allow 4-6 weeks forprocessing, | hints, and in-depth play advice for the newest IBM, Macintosh, 
Visa & Mastercard accepted. | Amiga, and CD-ROM based computer games. 











Relentless Space Combat — 
For Naive Rookies or Hardened Vets 


s a student at the TCSN Academy, you custom- 
design and fly unique combat, rescue, and 
search and retrieval missions from the 
CyberSchool’s holodeck console. In the Wing 
Commander’ tradition, the game features a 
dynamic musical score, improved rendered, bit-mapped graph- 
ics, and a dazzling array of customizing options. But Wing 
Commander Academy isn’t another cinematic extravaganza — 
it’s an intense dogfighting marathon. 





5  Custom-design a variety of missions that match your skill level as you. place 
_ fighters, capital ships, data pods and ejected pilots — up to 10 in each of the 
four action spheres. 
@ Save up to 24 games to disk and trade with»your-triends or upload them to 
bulletin boards to challenge others. 


Request random missions where each action sphere yields an unknown num- 





ber.of enemy ships with pilots of varying skill levels. 









WINGIIAN SELECTION 


ADEQUATE Te 
PILOT 4 


@ Climb into the cockpits of the new Confederation Wraith or Kilrathi Jrathek 
fighters for a new combat experience. 
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@ Select a cybernet wingman — from a frightened cadet to a hotshot veteran. 


i 


@ Fly from the cockpit view or try the chase-plane view for a New.perspective | 
on the dogfighting action. 


@ Sharpen your combat skills as you compete for high-point honors. 


i 


@ Engage the “Wave” — a dogfighting marathon with 15 progressively difficult 
levels of attacking ships — including three flights of fighters in each level. 


@ Build missions so tough that even our professional Wing Commander pilots 
can’t survive. | | 





: : An Electronic Arts® Company 
A Stand Alone Game — No previous Wing Commander experience necessary. : 
P.O. BOX 161750 AUSTIN, TX 78716 

ia 1 % i . . - 

For MS-DOS 386SX, 386, 486 or 100% compatible systems : ©Copyright 1993 ORIGIN Systems, Inc. Origin, We create 
Sound Support: Ad Lib, Sound Blaster, Roland LAPC-1 or 100% compatible sound card worlds and Wing Commander are registered trademarks of 
required for music. ORIGIN Systems, Inc. Academy is a trademark of ORIGIN 
~ Requires: 256-color VGA, 2 megs RAM, 7 megs hard drive space free, joystick. Systems, Inc. Electronic Arts is a registered trademark of 


Electronic Arts. 
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oin Don Jonz, the intergalactic Space 
Marshal, on his Virtual Adventure Vacation on 
Eternam, the biggest and best planetary Funpark 
in the galaxy. 


Travel through 3D landscapes of past human 
eras, populated with lifelike bio-tech creatures 
offering tongue-in-cheek remarks. From the age 
of the pharaohs and the realm of medieval 
knights to the French Revolution and beyond, 
you Il have the adventure of a lifetime...or 
several. 


But, there is a slight problem... Dragoons still 
inhabit Eternam wanting to reclaim the Park. 
They plan to ruin your vacation in a big way! 


You'll need intuition, courage, wit, diplomacy, 
charm and a surreal sense of humor. Only you 
can save Eternam -- and yourself. 


Program copyright Infogrames. Capstone is a trademark of IntraCorp, Inc. All other trademarks acknowledged. 
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Tornado 


by Steven Wartofsky 


ornado has been marketed as the 

last word in flight simulation 

‘realism.’ Nice thing about that 
term is that it gets redefined with every 
new release these days, and has thus 
become almost meaningless. 

How does Tornado define realism, 
then? At first glance, much in the same 
way as Microprose’s recent F-15 Strike 
Eagle III, in the sense that the main con- 
centration in the design has been on the 
representation of complex instrumenta- 
tion and weapons control functions, at 
least in the air combat simulation itself. 
The real strength of Tornado has almost 
nothing to do with the simulation of the 
air/ground combat, but we’ll get to that 
in a moment. 

The represented plane’s main mission is 
in air-to-ground weapons delivery, 
specifically from low, terrain-following 
approaches. The consequences of this 
mission for the Tornado’s design are that 
first, it needs highly-sophisticated flight 
control electronics, capable of managing 
much of the flight and waypoint issues 
without detailed pilot interference (par- 
ticularly in the IDS variation); and sec- 
ond, it needs to be able to perform well 
in anything other than full, sun-bright 
daylight conditions. 

The plane is thus an interesting chal- 
lenge for new software simulation 
design, in that the missions to be simulat- 
ed will involve night flights, flights dur- 
ing difficult weather conditions which 
provide good close-in cover, and flights 
which use terrain-masking as much as a 
fixed-wing plane can use it for defensive 
capabilities on the way to and from tar- 
gets. These are circumstances beyond 
those taken for granted in most air com- 
bat simulations seen so far. 

Digital Integration does an excellent job 
coming to terms with such fundamental 
specifications, by providing a wide range 
of detailed dawn, dusk, night, and fog 
graphics to represent the Tornado’s char- 
acteristic environment, and by imple- 
menting front seat/back seat instrumenta- 
Strategy Plus 


tion to rival that present in F-15 Strike 
Eagle III. 
As was said recently about two recently 


released Harrier simulations, the uninten- 
tional doubling-up of two independent 
software companies around certain per- 
formance issues is indicative of their 
importance to the advancement of air 
combat simulation design. Clearly, DI, 
like MPS, has taken the creation of a real- 
istic cockpit environment as their single 
most important in-flight design priority. 
For those interested primarily in ques- 
tions of flight performance, and the 
detailed control over same, Tornado is 
particularly strong in its ability to provide 
sensitive feedback on the question of the 
wings’ Angle of Attack (AoA). AoA is 
represented at all times by a granular gray 
bar to the left of the HUD, and provides 
immediate feedback on the wings’ perfor- 
mance during all maneuvers, thus provid- 
ing the pilot with solid knowledge during 
turns and climbs of the point at which the 
wings are nearing a stall. While only one 
of a multitude of features present in the 
cockpit, the AoA indicator makes clear 
that the plane is modeling flight perfor- 





mance on a number of different attitudes 
with careful accuracy. 

The AoA indicator combines with com- 
plete flaps and wing-sweep control to 
provide the sim pilot a much more com- 
plex variety of flight conditions and vari- 
ations in maneuverability than is normal- 
ly seen in even the most recent air com- 
bat simulations. Because the Tornado 
will perform very differently with its 
wings swept back to delta form, and 
because its flight performance is distinc- 
tive at different speeds and altitudes (and 
with wings at different angles), control 
over speed, angle of attack, wing-sweep 
and flaps is particularly critical in the 
design. Fortunately, much of the flight 
control can be automated by reliance 
upon the simulated in-flight computer, 
once the plane is airborne. This allows 
for concentration from the back seat on 
waypoints and in-flight mission planning. 

. The back seat provides info on 
weapons, a waypoint map, a sophisticat- 
ed FLIR (Forward Looking Infra Red) 
system at night, and a complete reper- 
toire of damage lights (taking up the 
lower right quarter of the screen). Stores 
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Digital Integration 
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Spectrum HoloByte 
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and waypoints can be managed from this 
position, and control over the plane can 
be handed off at the right points between 
front and back seats to provide a more 
realistic representation of actual Tornado 
management, as with F-15SEIII. 

Beyond flight performance and instru- 
mentation, however, Tornado excels 
most profoundly in its mission design 
system. The mission planner, as has been 
suggested for a long while, is particularly 
sophisticated; the best word for it might 
be ‘professional.’ Mission planning 
works around a set of on-screen maps 
which are even more detailed than those 
in Domark’s recent AV8B simulator. 

As with AV8B, the maps come up in 
SVGA-like graphics, and provide as 
much or as little information as the mis- 
sion planner would like to have. As with 
Megafortress, different sets of ground 
targets and emplacements can be over- 
laid upon each other, to give the planner 
a clear sense of the relations between ter- 
rain, AAA, SAMs, airfields, targets, etc. 
at any waypoint along the planned mis- 
sion route. Each waypoint, once in 
place, can be queried (or edited) to pro- 
vide complete information on waypoint 
goals, terrain conditions, even weather 
conditions! 

All of the above, plus the included vari- 
ety of modes the simulation can be used 
in combining to make Tornado more of 
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an air combat/tactical wargame than a 
pure air combat simulation. Simulation 
and Training modes provide fixed, dan- 
ger-free environments, whereas the 
Combat mode provides the player with 
single mission combat and campaign 
opportunities as well 

The ability to design missions in deep 
detail, or to gain such incredibly detailed 
reconnaissance for a mission prior to 
take-off, really function as the heart of 
the simulation’s attraction. Throw in the 
ability to run a whole flight of four 
Tornadoes at Campaign Level Two, and 
a functional modem option, and 
Tornado vies effectively with both 
Spectrum Holobyte’s Falcon 3.0 and 
with other high-quality air combat simu- 
lations for tactical comprehensiveness. 

Unlike F3, the artificial intelligence 
handling the mission planning, the play- 
er’s wingmen and opponents during 
flight and the debriefing after missions 
are both believable and reliable: DI 
seems to have taken to heart some of the 
frustrations of the F3 mission-planning 
system, and has built in a number of 
safeguards to insure, among other things, 
that player-designed missions fall well 
within the simulation’s required parame- 
ters for functionality. 

While this report derives from a 
pre-release version of Tornado, suffice it 
to say that even at this point the design 





looks hardy enough to end up being 
released without torturing buyers with a 
panoply of bugs. Since we’re not work- 
ing from a production version, however, 
nothing more than prophetic extrapola- 
tions can be made on whether the final 
release will prove bug-free or bug-festive. 

Will Tornado please the ‘realism’ 
fanatics? In some ways, absolutely; in 
others, absolutely not. F-15SEIII has 
been beaten up for not modeling ‘inertial 
roll’ when the player pulls the stick in 
any direction. Tornado is no better than 
F-15SEIII on this single, seemingly most 
important issue to performance-reality 
addicts. 

However, in a host of other ways, 
whether it be accuracy in flight model- 
ing, detail in mission control, sophistica- 
tion in representation of weapons man- 
agement, or adequate representation of 
the Tornado’s particular combat environ- 
ment, Tornado comes through with fly- 
ing colors. 

It is not a simulation for the newcomer 
to the genre by any means, but unlike 
many recent software entertainment 
releases, Tornado spends all its money 
on precisely the kinds of things advanced 
fans of the genre would most like to see. 
It’s a refreshing and reassuring change, 
now that the hype of ‘multimedia’ and 
‘virtual reality’ is (hopefully) somewhere 
in the hobby’s recent past.Q) 
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you Il have to keep 
reminding yourself 
it’s only a game. 


And not a movie. 


That’s because Earth has been infiltrated 
Flashback is the only by shape-shifting aliens 
action adventure game bent on world conquest! 


that uses movie-making § MM To save Earth, you 
technology to the max. must fight through three 
We filmed real actors in fantastic worlds and 200 
motion. Then we brought game screens! Solve 
everything to life on the dozens of mind-bending 





computer through puzzles. Get your cues 
rotoscoping, the digitiza- | from over 75 fully ani- 
tion and retouching of mated cinematics. 
VC ACtlON aes mm LIK 
film — at ws. SAIS] $33 great 
24 frames movie, 
a second! Flashback 
What's | combines 
it all mean? § an intri- 
Simply the cate plot, 
smoothest exciting 
animation MUSIC 
ever!Ru,, a’ score, 
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incredibly subtle and spine-tingling suspense 
fluid movement. Fire your and dynamite action. 


weapon and watch your ——*—Ml Flashback. Now play- 
body recoil with remark- ing at a movie theater... 
able realism! er, game store near youl 


® Step into this awesome 
’ - IBM TO ORDER: Visit your 
CINEMAIC EXPENENCE as retailer or call 1-800-245-4525 with 


Conrad B. Hart, VISA/MC (U.S. and Canada only). 
a scientist 

who's made 
a horrifying 
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Creation and development, 
Delphine Software International. 
©1993 Delphine Software 
nternational 
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©1993 Strategic Simulations, Inc. 
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It’s an architectual masterpiece! It’s a desktop Ferrari! It’s hotter than 
raw chilli! Curtis Suddarth comes face-to-face with... 





here is an awful lot of hype surrounding the new Pentium 





chip from Intel and the systems utilizing it. What will the 
new chip mean as far as computing power and what is the 
likely impact on the future of computer gaming? 

Intel’s line of 80x86 computers is one of the most successful 
line of computer processors in the whole world with tens of mil- 
lions of systems sold worldwide. Their policy of making the 
chips backwardly compatible with older chips keeps the line pop- 
ular with businesses who have a large investment in software. 

The Pentium will still follow the tradition of compatibility, but 
will introduce new elements in its design that will make pro- 
gramming code that is optimized for the 586 chip unable to run 
on 386 and 486 based systems. That should not be a concern for 
a while though as 32-bit compilers are just now coming to mar- 
ket, never mind ones taking advantage of 64-bit pathways. 

In many respects the impact will probably be similar to the 
transition that occurred between 286 and 386 systems (such as 
requiring a 386 to run Windows 3.1 in enhanced mode). The 
biggest change will occur for high end graphic and CAD pack- 


The Pentium! 


ages that will be able to exploit the power inherent in the new 
design. The initial impact on games will be minimal, with a 
probable time lag of two years (if it follows historical prece- 
dence) before many offerings will appear utilizing the new 
chip’s architecture. 

So what is the big deal about Intel’s new chip? The first big 
difference is pure speed. The first two versions will run at 60 
and 66 Mhz utilizing 64-bit data pathways. Chips running at 100 
Mhz are scheduled for later release. With over 3 million transis- 
tors incorporated on the chip it will be capable of achieving 
over 100 MIPS. Compared to the 486 with its 1.2 million chips 
and 54 MIPS, it will have twice the computing power. 
Compared to an 8086, the Pentium will be over 150 times faster. 

Along with improved operational speed is a change in the 
floating point portion of the chip. Computers can add 1+1 easily, 
but take longer to add 1.1+1.1. With a built in math co-processor 
to handle floating point calculations, a considerable gain in per- 
formance is available. Not only does the new chip do addition, 
but it also handles multiplication and division. With the prolifer- 





ation of graphic and multimedia programs, this feature should 
help boost performance significantly. 

A problem area for the Pentium is heat generation. The new 
chip is really hot (no pun intended) and requires special mea- 
sures to keep it from melting down. Expect to see more than one 
fan on new 586 systems. They will be needed to cool the case in 
order to maintain an acceptable operating temperature. 

Another problem is that due to the high performance of the 
chip, the rest of the system needs to be fully optimized to take 
full advantage of the processor. Upgrading a 486 will get a per- 
formance boost, but the processor will be hamstrung by the 
board’s existing system architecture. Pentium systems will 
require newly engineered systems to fully implement perfor- 
mance gains, including new video and I/O support and support 
for 64-bit architecture. Along with these performance gains 
comes a need for tighter quality control from manufacturers. 
When data is being moved on 64-bit pathways at the speed and 
volume that is possible with the Pentium, fault tolerance is 
exceedingly tight. Any new motherboards will have to be built 
with this in mind. 

Okay, all the statistics are great, but what will be the impact on 
gamers? In the short-term, none. The expense of the new systems 
will keep them from the reach of most hobbyists. It will take a 
few years for the price to drop sufficiently to make them afford- 
able to the yearning masses. (Look at the current cost of 486’s 
compared to two years ago for an example.) The availability of 
compilers for the new system are also a long ways off. Combine 
these two factors, and the safe bet is two years before software 
and hardware pricing is such that the mass market will benefit. 


AND DIVID 


A look at the long-term picture is more promising. With the 
availability of power rivaling low-end workstations, the next 
generation of virtual reality games have a perfect platform. 
Combining speed and increased ability to move data through 
the processor allows for graphical products that are only just 
now being dreamed of. Graphical software will have the bene- 
fits of CD-Rom for storage of the huge quantity of data these 
programs will utilize, and the computational power of the new 
systems to build the graphic images at a much faster rate than 
is possible today. 

Expect to see sophisticated 3D rendering, full motion video, 
and other effects that are only seen in the lab today. 
Programmers will be able to build huge worlds that are fully 
interactive, and gamers will be able to change events to follow 
paths that they choose for a different experience every time. 

In addition, new operating systems such as Windows NT will 
probably be in widespread use by then. This should allow for 
much more efficient utilization of memory, and break the 640k 
barrier currently seen with DOS. The new programs will possi- 
bly require as much as 20 meg or more of RAM to run properly. 
Hard drives will probably be in the 500 meg to | gig size. Full 
stereo sound support will probably be standard on most systems, 
as well as CD-ROMs with access times under 200 milliseconds. 

In closing, the new chip is a worthy successor to the old order 
of 80x86 architecture, but benefits will be slow in coming to the 
average user. Hard core gamers looking for the ultimate system 
will be very satisfied with the performance of the new chip, but 
for the cash the manufacturers will be asking, the rest of us will 
probably have to wait awhile.U 
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UPGRADES 


Down the Upgrade Path 


Bugs, Glitches, Undocumented Features - You're Dead! 





PUBLISHER GAME / NEW FEATURES 


415 571 /171 This patch allows fixes problems with Diamond Stealth, Diamond Stealth 24, 
and Orchid Fahrenheit 1280 Plus video cards. 


408 737 6800 Updates the game to version 1.1. This archive also contains the a 
supplement/addendum to the manual. 
Patch Disk (IBM) Upgrade to version 1.1. There is a readme file on the patch 
that describes bug fixes. 


415 662 1700 Fixes problems when playing on a 486 
(1) Patch to change the I/O address of soundcards. (2) Patch to fix enable Roland 
soundcards to be used. 


714 833 8710 Contains new sound drivers and a new player. Users experiencing sound or 
VESA problems should obtain this. 


410 771 0440 This is a fix for those experiencing troubles with the Thrustmaster FCS/RCS combo. 
Version 3 Update (IBM) This patch updates all previous versions to version 3. To 
update your version of F-15 Ill to version 3, just unZIP using PKZ204G.EXE and copy all the files included to 
your F-15 directory. 


617 225 0500 (1) This patch corrects the disk compression and culture problems. Note: do not use this patch if 
you have already used CAEPAT.EXE; use CSRPC3.EXE. 
(2) This file will correct the culture problem with CAESAR. NOTE: Use this patch file if you have 
already used CAEPAT.EXE. 
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PUBLISHER 
THREE-SIXTY 408 879 9144 


INTERPLAY 714 553 6655 


ACCOLADE 408 955 1700 


SIERRA ON-LINE 209 683 4468 


SIR-TECH 315 393 6451 


NEW WORLD 


MINDCRAFT 310 320 5215 


QQP 908 788 2799 


GAME / NEW FEATURES 
Harpoon Upgrade to version 1.32a. 


Buzz Aldrin’s Race into Space Update (IBM) This version fixes a known bug (the black-out screen bug) 
and adds an Undo button to the Purchase screen. 


Grand Prix Unlimited Version 1.4 Update (IBM) Re-establishes lane control and also adds the ability to 
steer with the mouse. Be sure to read the README file before extracting/moving/copying the updated files 
to the GPU directory (or wherever the game resides) on your hard drive. 

Hardball Ill This text file describes step by step how to use the Big League Ballpark disk to create two slots 
for the expansion teams. It does not create the actual teams. They will have to be created from scratch. 


Sierra On-Line’s Boot Disk Maker will make a bootable floppy disk for all versions of MS-DOS, version 6.0 
included. Freeware from Sierra On-Line, Inc. File Info for T7GFIX.ZIP 


Wizardry 7 DR DOS fix (IBM) Fix from Novell. 

Wizardry 7 Patch #1 (IBM) If you’re experiencing slow movement and it seems the game almost hangs, 
use this program. It will correct your problems. 

Wizardry 7 Patch #2 (IBM) Corrects the problem with Don Barlone. 


Empire De Luxe update (IBM). This patch file will updates Version 3.00 to Version 3.10. Version 3.10 cor- 
rects a number of small problems, and adds some new enhancements as well. 


Tegel’s Mercenaries Update 1.2 Alpha (IBM) Alpha version (final testing still being done) of update 1.2. for 
TEGEL'’S. Fixes problems with mercs getting blocked by dead bodies, problems picking up additional mercs 
with full party, mercs ignoring commands due to stored up commands, miss indicator being reused for mul- 
tiple attacks. Also added: new version of Sound Blaster drivers for compatibility with new Sound Blaster 
cards. 


Battles of Destiny patch file (IBM) Enhancements/bug fixes: Patrol Mode, Map Editor, two-player modem 
enhancements (stay online, allow computer to take human position when surrendering). 


All these patches are available free to registered users. If you are such a ofofo\"Am (tl=la Mere) alc-(ei@al-merelan)er- lal’ ere)acer-\ial-\e Mm alesy-M 71 aManverel-\aatcmerclane \liallerete 
these files from commercial bulletin boards such as CompuServe and GENie. 
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If you feel like playing 18 holes on Hawaii’s Mauna Kea 
course on Monday and Arizona’s desert spectacle Troon 
North that night and Akron, Ohio’s Firestone course on 
Tuesday morning, save your airfare and just pull out your 
LINKS Championship Courses! ACCESS Software has 
beautifully digitized versions of some of the world’s finest 
golf courses so you can play them on your computer 
anytime of the day or night! 
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LINKS Championship Courses are completely compatible 
with our original LINKS-The Challenge of Golf, the new 
LINKS 386 Pro, and Microsoft Golf for Windows! 
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4910 W. Amelia Earhart Dr., SLC, UT 84116 
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For those whose 
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symptoms to 
Dear Judith, 


exe) ‘ strategy | lus, 
217 South Union St, 
Burlington, VT 05401 





Interruptions are rude, but are often the result of having a low Ir. If these 
outbursts are causing conflicts, do not go rushing to see your therapist. Instead, 
drop us a line, commencing with the magical words... 


Dear Judith, 


I just went to play this game and I can’t 
get any sound from my soundcard. 
When I called the game manufacturer, 
they told me that the game would only 
recognize the card if it was configured 
for IRQ 7. Since my printer is on IRQ 7, 
I have my sound card on IRQ 5. Is there 
anything I can do or must I go without 
sound for this game? 

David Bach 


Just put your sound card back on IRQ 7. 
It does not hurt anything to share IRQs. 
I have my printer and soundcard sharing 
IRQ 7 with no problem. There is one 
caveat, however. When you share inter- 
rupts between devices you must be very 
careful that both devices are not active 
at the same time. When an interrupt is 
driven the system needs to know to 
which device to give control. If both 
devices are active, Iam sure that you 
can see that the system will be confused 
and will probably hang up. 


Also, the following devices use a DMA 
channel: 
Network Cards 
Tape backup unit controller. 
Proprietary Printer cards 
(Postscript). 
SCSI or other storage device 
controllers. 
Scanner cards. 
SDLC Controllers. 


Most soundcards will use either IRQ 5 
or 7. Some of the older games will only 
recognize IRQ 7 and I/O address 220h. 
Soundcard also use DMA 1, as do scan- 
ners. Usually you can change the 
Scanner to use another DMA channel. 
Games cards use I/O address 20Lh. 

If you need additional help for a specific 
card, drop me a line since I have a list of 
default I/O addresses, DMA channels 
60 


and IRO usages for some of the more 
popular adapter cards. 


I currently have a 386/33 with 8mb of 
memory and I need advice on my cur- 
rent config.sys autoexec.bat setup. Am I 
maximizing memory available? My pri- 
mary usage of the machine is playing 
games, usually of the kind that requires 
large amounts of memory, eg flight 
sims, Links 386 Pro. I have a Sound 
Blaster pro, Windows 3.1, and DOS 5.0. 
The following is a copy of my config.sys 
and autoexec.bat files: 


DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\WINDOWS\EMM.EXE 
DOS=HIGH 
DEVICE=C:\DOS\SETVER.EXE 
DEVICE=C:\WINDOWS\SMART- 
DRV.SYS 2048 512 

PILES=30 

BUPFERS=20 

STACKS=9,256 


@C:\WINDOWS\AD_WRAP.COM 
REMC:\LINKS386\VESA\TRIDENT\V 
ESA.EXE 

SET BLASTER=A220 17 D1 T3 
@ECHO OFF 

PROMPT $P$G 
PATH+C:\WINDOWS;C:\DOS;C:\MO 
DSE:CADOSs:C: 

SET TEMP=C:\SB 

PATH=C:\;C:\DOS 

MENU 


Any improvements or suggestions would 
be greatly appreciated. 


Alan Gromofsky 
PS, I think your column is great 


Thank you for your kind comments. 
Indeed, you are not maximizing the memo- 


ry you have available. Since you are using 
your PC mostly for games and high per- 
formance flight sims, you should not start 
Windows when you boot up for games. 
You should use a separate configuration 
when you boot up for Windows. The 
changes I am going to suggest to you are 
based on the assumption that Windows 
will not be active when you boot up. 


DEVICE=C:\WINDOWS\EMM386.EXE 
RAM 1024 I=B000-B7FF 
FRAME=E000 

DOS=HIGH, UMB 


I would also suggest that you use a 
DEVICEHIGH statement to load both 
SETVER and SMARTDRV. Depending 
on what things look like when you do a 
MEM /C you might want to consider 
upping your buffers to 30. and adding a 
LOADHIGH statement in your 
Autoexec.bat for your mouse. As always 
make sure that you have a boot disk 
handy when you boot up with your new 
Config.sys just in case something 
doesn’t work out. - Judith Weller 


Since conflicts with DMAs and IRQs are 

becoming more frequent could you give 

some rules of thumb to use as a starting 

point for hunting down these conflicts or 

preventing them in the in the first place? 
Gregor Schultz 


One of the first housekeeping tasks you 
should perform is to build a list of 
DMAs, IRQs, and I/O addresses used by 
your machine and currently installed 
cards. The sources for this will have to 
be your technical manuals or any soft- 
ware diagnostic tools on your system. I 
believe that Microsoft bundles a diag- 
nostic program called MSD in with some 
of its software. You can get some infor- 
mation from that.U 

Strategy Plus 


200 FEET. 600 KNOTS. 
ADRENALINE 


OFF RHE SCALE. 


Buzzing the treetops at 
200 feet above sea level, 


you can see individual 
trees, electrical pylons, 
bridge cables, even the 
windows in the control 
tower of the airport 

D. 
youre about to 
annihilate. 
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Distributed by Spectrum HoloByte 
Spectrum HoloByte, Inc. 
2490 Mariner Square Loop, Alameda, CA 94501 


For Visa/MasterCard orders call 24 hours a day, 
7 days a week: 1-800-TORNADO (1-800-867-6236). 


For technical questions call: 1-510-522-1164 
a close tally on your quarry. (M-F: 9aM-5PM Pacific Time) 
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The cockpit’s functioning instruments keep 


Digital Integration is a trademark of Digital Integration Lid. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 











Hmmm... 

With all the hype advertisements and 
hype surrounding the newly released 
F15 Strike Eagle III, it would seem 
that there is a lot of pressure for 
reviewers to ‘accentuate the positive’. 
While there is certainly plenty to rave 
about, I have yet to see a negative 
aspect of the flight simulator mentioned 
in any review I have read. 

A few questions that make me scratch 
my head and say ‘Hmmm...’: how can 
any flight simulator lack such a rudi- 
mentary flight control as a rudder? And 
where are the flaps? I mean, since when 
does the runway look the same at 1500 
feet as it does at 200 feet? And why 
doesn’t the landing gear collapse when I 
make a landing nose-wheel first, even in 
‘authentic landing’ mode? Hmmm... 

And since when does a 45 degree 
nose-down altitude produce the same for- 
ward lateral movement as a level altitude 
at the same throttle settings? And, upon 
ejection, why do I hit the ground before 
my jet? And why, after said ejection, does 
my pilot die and the newsman report a 
crash? Hmmm...Upgrades? Patches? 
Please 

By the way, your review of ‘F15’ in 
the March issue would seem to suggest 
the term ‘Wizzo’ (which indicates the 
officer that sits occupies the back seat) 
comes from the fact that he is a ‘whiz’. 
The correct term for the back seat pilot 
in a FISSE is Weapons Systems Officer, 
or WSO (pronounced ‘Wizzo’ for short). 

Brian Lessing, SSgt, USA 
Spangdahlem Air Base, 
Germany 


A matter of intelligence 

I would like to congratulate John Van 
Valer on his excellent article Don’t be 
Stupid in the June issue of your maga- 
zine. I’ve always thought his reviews of 
wargames were especially well done and 
very complete. 

His overview of the problems and 
challenges of designing a good comput- 
er opponent (I am loath to use the term 
Al) was an article I’ve been waiting 
for. I agree completely with his view 
that more computer opponents should 
be using heuristic strategies. I personal- 
ly feel that although this may make pro- 
gramming more difficult, it also makes 
for a far more ‘human’ opponent that a 
simple minimax tree search. 
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He also struck a nerve with his com- 
ments on computer opponents that 
‘cheat’ or have an unfair advantage. I 
feel this happens in far too many games 
(especially wargames) where the com- 
puter player has access to information 
the human does not. 

One other aspect that he could have 
touched on is the problem of computer 
controlled subordinate commanders 
which carry out the human player’s 
moves on a smaller scale. Some of these 
things are so stupid. There are times when 
I think the dumb things are working 
against me. If you review a game that uses 
such a ploy perhaps you could could com- 
ment on their behavior and how to effec- 
tively control them. Such insights would 
make good reviews even better. 

Bob Devine 
Mankato, MN 56001 


Oh poop! 

Dear Mr Szymonik, 

I’m not sure if you will remember me, 
but we met while standing in the check- 
out lines of a local grocery store. You 
told me that if I ever caught you in error 
in a magazine article that you authored, 
you would arrange for me to get a free 
lifetime subscription to whatever maga- 
zine contained the article. 

Well, I think you need to see A Bridge 
Too Far again. The individual who 
exclaimed ‘shit!’ when the Wilhelmina 
Canal bridge blew up was not a sergeant 
as you claimed in your review of V For 
Victory: Market Garden in the May 
issue of this magazine.The actor was 
Elliot Gould and the character he played 
was Colonel Robert F Sink of the 506th 
Airborne Infantry Regiment. 

Please have the subscription delivered 
to my APO box in Berlin. I am very glad 
you made the error in Strategy Plus 
because it is the best magazine for com- 
puter wargamers. I look forward to 
enjoying it for the rest of my life. 

Stephen Sanders 
APO AE 09235 


Peter has never been to Berlin and can- 
not recall such an encounter taking 
place. Could you be more precise about 
the location of this alleged meeting? In 
the interests of research, I watched the 
film on video and you are quite correct; 
it was a colonel and not a sergeant who 
uttered the expletive. 


Reader of the year 
Dear God-Like Almighty All 
Knowledgeable Editor, 
I’ve been buying your magazine for sev- 
eral months now along with a few oth- 
ers, but I have to say that you are mar- 
keting the best product available. You 
offer a well-balanced magazine that cov- 
ers all bases. One suggestion that I 
would like to make is to increase the 
amount of information in the software 
specs box, adding important features 
such as copy protection, hard drive 
space and memory requirements. 

And now a few trivial questions to 
throw into the editorial oracle: 
1) What was the best selling single com- 
puter game in each category? 
2) Just why has Origin decided to name 
Serpent’s Isle Ultima VII Part Two, 
instead of Ultima VIII? 
3) I recently received a letter regarding a 
program called Raw Copy that claims to 
be able to remove copy protection alto- 
gether from hundreds of games. This 
would seem to promote the illegal copy- 
ing and distribution of these games. Is 
such a program legal? 
4) Does anyone anywhere have plans to 
release a decent PC basketball program? 
5) What are the leading modem and 
multimedia upgrade kits? 
6) Is Privateer going to be released by 
the end of the century? 
7) What is the meaning of life 

Thanks for your time. May you 
advance to new dungeons, soar to new 
altitudes, and fight the impossible fight. 

Jordan Timm 
Westmeath, Ontario 


1) No idea 
2) Origin have a thing about the number 
‘8’ - see Richard Lawrence's review this 
Issue 
3) Sounds a bit dodgy, though the pro- 
gram itself would not appear to be con- 
travening any laws 
4) Yes 
5) Unless you've got big alimony or 
child support payments, go for a 9600. I 
use a ViVa modem from Computer 
Peripherals and that serves me well. The 
Multimedia Upgrade kit is a good bun- 
dle, though the drive is proprietary. 
6) Which century? 
7) Ask me after six pints of Guinness 
- God-Like, Almighty etc, 
soaring off into nearest pub 


Strategy Plus 


Sprint long-distance service just 
became more valuable - up to $159.95 
more! Now, when you switch your 
atolaatom (olale belt ie-lale@cm 1-1 (em comb) ol ai ale 
you can select any Sierra game, free! 
PNalei-huc-i@-iave\ are mip @islelaleat mel malle] an 
quality long-distance, you'll receive a 
Yorae)alemel(c1ae-Mer-]anlcme) melal-mantelaidameyi 
free long-distance service.* 

Only Sprint can offer you a 
nationwide 100% digital, fiber optic 
at=uaviVolg ana at-) am elge)ii(e (cK dalcmle)alemeltie-lalas 
ol] havar-lalemaciit-leliiiavm ole mal=i-te B 
Experience for yourself Sprint’s “fiber 
optic” clarity that makes both your long- 
distance calls and PC data transmissions 
crystal clear and error free. 

s1ULMUlarielgel-131-10 mas] 1m-lalemel-le-Mal-1 aia] 
is just one of the many benefits you will 
enjoy as a Sprint customer... » 


“The Most” A Unique Calling Plan 
Sprint offers an unprecedented long- 

distance calling plan called “The Most*"” 
available now for all customers. The 

~ Most will save Sprint customers 20 

percent on already low rates on their 


* 


( We Taik!” 


calls each month to whomever they talk 
om dalcm patos) omlaralelellaremialcclaat-jdrelare) 
calls—even if the called person is with a 
‘ecolan) ol-aahanviom (olale pelt ie-|alacma-|aal-) a 

The Most will also provide automatic 
VAUM ol-1ce-laj melt veolllaiemolam-]ime-) ibm Ke) 
Sprint's millions of customers, anytime 
elalem-laNanialciace 

Vi alclamdalcmairecimmigctelelclalelvmerl (cre 
number in a given month is a Sprint 
avi i colpal-l@me)elalai mii mae) pal ellalcm olelaa 
oli TaelU lan mcolm@-lamciaicrad\Z-Me)cle-li TaN al ale 
of 36 percent on calls to that number.** 


Save on Long Distance When You’re 
away from home too! 

Sprint’s FONCARD™ travel card lets 
Vole meelahdlale (om com t-].<cm-le\'7-ale-[e(<me) ma [cre] 4 
calling and savings even when you're 
away from home. Plus the FONCARD is 
free, with cards available to every 
member of your family. 


The Service You Deserve 

At Sprint, we make no compromises 
Wi alcra mh axece) a (= taco me(cl o\-talel-]0)(-Mm olclaxe)ar-]| 
service - we do it all; operator services, 
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directory assistance, customer service, 
even instant credit for wrong numbers. 
And we do it 24 hours a day! 


No Risk Guarantee 

bolulmy- lar yr-lad(olamimelel-le-lalecl-e acm 
elie aU] om asl-meori moray Ui caalliare mele lm lolare| 
distance to Sprint, and will even pay to 
switch you back if you are not 
completely satisfied. (Some restrictions 
apply.) 

So why not sign up for Sprint and 
receive the clarity, savings and service . 
you want while getting two Sierra 
games you enjoy? 
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* Offer valid only in the U.S. and for new Sprint 
customers. Not valid for FONCARD - only orders. 
Certain restrictions apply. Free month is up to $25 
usage on 4th month invoice. To qualify for a second | 
game or free month of long-distance the customer 
must bill $20 per month in 3 of the first 6 months. 
** THE MOST discounts apply to intra-state calls 
only where authorized. 


Acoustic Research P22 $79 


Acoustic Research P42 $159 
Acoustic Research P570 $319 
Acoustic Research P622 $239 


AdLib Sound Card $39 
Adlib Gold Sound Card $149 
Advancd Gravis Ultrasound $139 
Flight Stick Joystick $36 
Flightstick Pro $55 
Game Card 3 Automatic $39 
Labtec 105 Powered Speakr $21 


Maxx Cobra Flightstick $54 
Media Concept $72 
Pilot Control Stand $20 
Pro Audio Spectrum 16 S175 
Sony SRS9 Speakers $18 
Sound Blaster 16 ASP $219 
Sound Blaster Deluxe $89 


Sound Blaster MM Upgd Kit $499 
Sound Blaster Pro Deluxe $129 


Sound Galaxy BX2 $65 
Sound Galaxy NX2 $89 
Sound Galaxy NXPRO $125 
Sound Galaxy NXPRO 16 $169 
Sound Machine $99 
Thrustmaster FCS $59 
Thrustmaster FCS Pro $99 


Thrustmaster Rudder CS $99 
Thrustmaster Weapons CS_ $80 
Thrustmaster WCS Mark2 $99 
Thunder Board WIN $99 
Voice Blaster $69 


12 Roads to Gettsyburg WIN $48 
7th Guest $56 
Adventures Willie Beamish $45 
Battle Chess WIN& DOS $46 
Buzz Aldrin Race Space $59 


Campaign $35 
Conquests Robin Hood $42 
Curse of Enchantia $26 
Cyber Space $38 
Don Quixote $32 
Dune $42 
EcoQuest Search for Cetus $42 
Eye of the Beholder 3 $48 
Fatty’s Bears Birthday Surpr $38 
Hell Cab > $52 


Indy Jones Fate Altantis $52 
Interactive Storytime 1-3 Ea. $30 


lron Helix $60 
Jones In The Fast Lane WIN $42 
Jungle Book WIN $34 
King’s Quest 5 $42 
King’s Quest 6 $48 
Laura Bow 2 $42 
Legend of Kyrandia $49 
Library of Art: Renaissance $60 
Loom $48 


Lost Treasures Infocom 1or2 $46 
Mantis Experimental Fighter $45 


Omar Sharif on Bridge $46 
Putt Putt Joins the Parade $42 
Return of the Phantom $42 
Secret Monkey Island $39 
Secret Weapons of Luftwaffe $48 
Sherlock Holmes 1or 2 $44 
Space Quest 4 $42 
Spirit of Excaliber $32 
Star Child $32 
Star Trek 25 Anniversary $46 
Ultima Bundle $59 


Ultima Underworld 1 & 2 $52 
Where World CarmenSD $66 
Wing Commander 1 Deluxe $48 
Wing Commander / Ultima 6 $57 
W.Commander / Ultima UW $59 
Wolf Pack $39 


Adventures Willie Beamish $24 
Adventures Willie Beamish 2 $39 


Alone in the Dark $36 
Amazon $36 
Attack Pack $42 
Batman Returns $32 
Blue Force: Next of Kin $45 
Cadaver $27 
Cstle Wolfstein-Spear Dstiny $37 
Coaster $32 
Conquests Robin Hood $36 
Covert Action $12 
Cyber Race $42 
Dark Half $9 
Dark Side $28 
Day of the Tentacle $39 
Demon's Gate $32 
Dog Eat Dog $32 
Dominus $39 
Don’t Go Alone $6 
Dragon’s Sphere $42 
Elf $24 
Eric the Unready $38 
Eternam $36 
Flashback $33 
Fred Pharkas Frontier Pharm $42 
Gambit $38 
Gateway $29 
HUMANS $21 
Heart of China $19 
Heaven and Earth $32 
Heimdaill $17 
Inca $42 
Indy Jones 4 Fate of Atlantis $36 
Jack the Ripper $39 
KGB $17 
King’s Quest 5 $36 
King’s Quest 6 $45 
King’s Ransom $38 
L.A. Law $9 
Land of Lore $36 
Laura Bow 2 $36 
Leather Goddesses 2 $42 
Legend of Kyrandia $35 
Leisure Suit Larry 5 $36 
Loom $19 


Lords of the Rising Sun $34 
Lost Files Sherlock Holmes $44 
Lost Treasures of Infocom $42 
Lost Treasures of Infocom 2 $29 


Martian Memorandum $34 
Master of Orion $45 
Out of this World $36 
Pepper’s Adventure in Time $29 
Police Quest 1 $24 
Police Quest 3 $36 
Police Quest 4 $46 
Power Hits: Movies $19 
Prince of Persia $25 
Prince of Persia 2 $45 
Putt Putt Join Parade $32 
Return of the Phantom $42 
Return to Zork $38 


Rex Nebular Cos Gen Ben $39 
Rex Nebular Master Edition $52 


Riftwar Legacy $39 
Ringworld $36 
Rise of the Dragon $34 
Risky Woods $24 
Rome: Pathway to Power $32 
Screen Antics WIN $21 
Secret Monkey Island $25 
Secret Monkey Island 2 $38 
Sex Olympics $24 
Sex Vixens from Space $12 
Shadowgate WIN $34 
Space Quest 4 $36 
Space Quest 5 $39 
Spellcasting 101 $19 
Spellcasting 201 $36 
Spellicasting 301 $34 








'MIGHT AND 
MAGIC: DARK 
SIDE OF XEEN' 
isa3-D animated 
fantasy adventure 
game. Features 
numerous mini- 
quests, challeng- 
ing puzzles, auto- 
mated mapping 
and note taking, 
with hundreds of 
animated mon- 
sters. Install with 
Clouds of Xeen to 
create World of 
Xeen & cross back 
and forth on mul- 
tiple quests. $42 





In ‘BATTLES OF 
DESTINY’ you 
must seek out and 
destroy up to 3 
opponents in or- 
derto conquer the 
world. Features 
modem play, air, 
ground and naval 
combat, challeng- 
ing artificial intelli- 
gence, 22 differ- 
ent units to con- 
struct, more than 
20 worlds to con- 
quer, Campaign 
style play, anda 
complete player 
history. $36 
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‘SOUND GALAXY NX PRO 16’ supports the 5 most popular 
sound cards. Features CD ROM interface, 16 Bit stereo 
playback with 20 voices at up to 14.4 KHz, volume control, midi 
interface, game port, 4 watt amp, and software setup. $169 





Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada $6 per order. 
2 Business Day Air US $6 per order; PR, HI $12 1st item + $2 ea. add’l; AK $19 1stitem 
+ $2 ea.add’l. Europe, S. America Air Mail $19 1st item + $6 ea. add’l. Asia, Australia, 


Africa, Air Mail $25 1st item + $6 ea. add’l. HANDLING $1 PER SHIPMENT. 


Reader Service No. 1 





Star Trek 25th Anniversary $36 
Star Trek: Next Generation $46 


Stellar 7 $21 
Terminator 2029 $42 
The Prophecy $36 
Uninvited WIN $34 
Universe 1-3 Each $34 


Where America’s Past CSD $37 
Where Europe CarmenSD $29 
Where Time Carmen SD $32 
Where in USA is Carmen SD $29 
Where in USA CSD Deluxe $45 
Where in World Carmen SD $32 
Where World CSD Deluxe $52 


Airborne Ranger $9 
Aliens Ate My Babysitter $32 
Amazing Spiderman $9 
Artura $4 
Bar Games $20 
Bargon Attack $24 
Bart Simpson House Weird $31 
Battle Storm $32 
Bill & Ted’s Excellent Adv $19 
Brain Blaster $28 
Cogito WIN $38 
Colorado $6 
Combat Classics $24 
Continuum $29 
Creepers $34 
D Generation $28 
Dark Century $27 
Day of the Viper $19 
Double Dragon 3 $9 
Dr Doom’s Revenge $9 
Dragon’s L Esc Singe’s Cast $34 
Dragon’s Lair $22 
Dragon’s Lair 2 or 3 $34 
Dragons Breath $27 
Eagle’s Rider $29 
Eight Ball Deluxe $38 
Fast Track $25 
Galactic Conqueror $31 
Galactic Empire $27 
Gauntlet 2 $9 
Gobliiins $24 
Gold of the Aztecs $12 
Guy Spy $28 
Hard Drivin’ 2 $38 
Hyperspeed $16 
Infestation $31 
Killing Cloud $19 
Laser Squad $32 
Ms PacMan $6 
Mystical $27 
Ninja Gaiden 2 $12 
Obliterator $6 
Pac Man $9 
Paper Boy 2 $27 
Pick’n Pile $9 
Power Hits: Battletech $32 
Power Hits: Sci Fi $19 
Predator 2 $12 
Punisher $12 
S.C. Out $38 
Space Ace $32 
Space Ace 2 $34 
Space Wars — $37 
Super PacMan $19 
Swamp Gas WIN $38 
Take-A-Break Crossword $29 
Take-A-Break Pinball $29 
Take-A-Break Pool $29 
Tetris Classic WIN $26 
Thexder 2: Fire Hawk $15 
The Tinies $29 
Tristan Pinball $29 
X-Men 2 $10 
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Ace Detective $30 
Ace Inquirer $40 
Ace Reporter $36 
Ace Reporter Deluxe $48 
Auto Map $64 
AutoWorks $49 
BodyWorks $49 
Boom Box $29 
Castle of Dr Brain $29 
Cleo is a Dragon $30 
Clock Works $19 
Comic Book Maker $32 
Cuckoo Zoo $32 
Eagle Eye Mysteries $32 
EcoQuest $32 
EcoQuest 2 $34 
Fatty Bears Bday Surprise $32 
Fay’s Word Rally $32 
Incredible Machine $29 
Island Of Dr. Brain $29 
Jones Fast Lane $24 
Kidworks $30 
Kidwriter Gold $32 
Land of The Unicorn $39 
Mario Teaches Typing $26 


Marvin the Moose Vol 1 $30 
Marvin the Moose Vol 2 $30 
Mavis Teaches Typing $26 
Milliken Storyteller Vol 1 $30 
Milliken Storyteller Vol 2 $30 
Mixed Up Faery Tale $29 
Mixed-Up Mother Goose $29 
Mozart’s Music Machine $18 
Munchers Bundle $29 
Never Ending Story 2 Crayn $9 
Orbits: Voyage Solar Systm $39 


Phonics Plus $25 
Picture Perfect $32 
Play Room $35 
Print Shop Deluxe $39 
Print Shop Dix Business Gr. $29 
Putt Putts Fun Pak $22 
Quarky Quaysoo’s Turbo Sci $29 
Read “n Roll $36 
Read “n Roll Data Disk $12 
Read & Rhyme $31 
Reader Rabbit 1: Early Read $37 
Reader Rabbit 2 $37 
Readr Rabbit’s Ready Letter $37 
Robot Writer Plus $30 
Rodney’s Funscreen $32 
Scooter’s Magic Castle $32 
Secert Island Dr. Quandry $38 
Snapdragon $29 
Speedreader WIN $30 


Speedreader WIN DD A $12 
Speedreader WIN DD B $12 
Speedreader WIN DD C $12 


Spell it Plus $31 
Spell-a-Saurus $27 
Spelling $31 
Spelling Wiz $22 
Stickybear Opposites $23 
Stickybear Parts of Speech $32 
Stickybear Reading $24 


Stickybear Reading Comp $30 
Stickybear Reading Tutor $31 
Stickybear Shapes $29 
Stickybear Spellgrabber $32 
Stickybear Spelling Tutor $32 
Story Sketcher $42 
Super Munchers $29 
Super SolversMidnight Res $30 
Super Solvers Spellbound $31 


Super Spellicopter $21 
Treasure Mountain $39 
TreeHouse $39 
Wacky Funster $18 


Weekly Rdr Reading Comp $31 
Weekly Rdr Word Problems $32 
Where in Space Carmen SD $50 











Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 
*SEE PAGE 4 FOR DETAILS 


subject to change. All Sales Final. 





‘CAPITALIST 
PIG’ lets you take 
charge of your 
own company 
from the first ship- 
ment to the first 
billion. As the CEO 
you must balance 
marketing, public 
relations, manu- 
facturing, & man- 
agement. Fea- 
tures actual 20th 
century economic 
statistics, hiring & 
firing employees, 
advertising, office 
expansion, and di- 
sasters. $36 


‘LINKS 386 PRO’ 
offers SUPER 
VGA _ graphics 
and advanced 
features designed 
for your 386 or 
486. New fea- 
tures include 
computer oppo- 
nent, save game 
option that allows 
your friends to 
play against you 
in an existing 
game. Play at 
Harbour Town or 
use the add on 
course disks for 
extrafun. $36 


‘CARRIERS AT 
WAR’ brings tolife 
Six crucial carrier 
battles of WWII; 
Pearl Harbor, 
Coral Sea, Mid- 


way, Eastern 


Shores, Santa 
Cruz, and Great 
Marianas Turkey 
Shoot. Seek out 
and destroy en- 
emy Carriers, 
fleets, air forces. 
Features hun- 
dreds of individu- 
ally modeled ships 
and aircraft from 
that period. $37 
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2400 AD $9 
ADD Starter Kit $29 
ADD Collector's Edition 2 $45 
Bard’s Tale Construction $27 
Beyond Blue Event Horizion $36 


Black Crypt $32 
Bloodwych $15 
Buck Rogers $12 
Captain Blood $12 
Captive $30 
Celtic Legends $32 
Challenge of 5 Realms $44 
Champions $37 
Champions of Krynn $19 
CHARACTER EDITORS Ea. $16 
Cobra Mission $49 
Companion of Xanth $36 
Conan $16 
Corporation $14 
Curse of the Azure Bonds $15 
Cyber Empire $32 
Cyber Space $39 
Cybergenic Ranger $6 
Dark Queen of Krynn $32 
Dark Sun $48 
Dark Sun Grey Isle Exp Pak $34 
Darklands $39 
Darklands Master Edition $51 
Daughter of Serpents $32 
Death Knights of Krynn $21 
Dragon Strike $15 
Dragon Wars $12 
Dragons of Flame $9 
Dungeon Master $34 
Dusk of the Gods $24 
Elvira Mistress Dark $29 
Elvira 2 Jaws of Cerberus $19 
Eye of the Beholder 1 $19 
Eye of the Beholder 2 $38 
Eye of the Beholder 3 $42 
Flames of Freedom MWII $24 
Fountain of Dreams $9 


Four Crystals of Trazere $19 
Gateway Savage Frontier $32 


Gods $26 
Gryphon Masters of Haviar $38 
Heaven and Earth $32 
Heros Quest 1 $24 
Heros Quest 2 $21 
Heros Quest 3 $36 
Hillsfar $15 
Immortal $17 
Joan of Arc $12 


Legacy of the Necromancer $17 
Legacy: Realm Of Terror $34 


Loremaster $39 
Lure of the Temptress $37 
Magic Candle 1 $12 
Magic Candle 2 $19 
Magic Candle 3 $38 
Martian Dreams $37 
Matrix Cubed $32 
MegatTraveller $9 
MegatTraveller 2 $19 
Megatraveller 3 $39 
Metal and Lace $42 
Midwinter $9 
Might & Magic 3 $24 
Might & Magic 4 Clouds Xeen$36 
Might & Magic 5 D Side Xeen $42 
Mines of Titan $9 
Mission: Impossible $9 
Obitus $19 
Paladin:Scrolls Talmouth Dsk$16 
Pirates $9 
Pirates Gold $42 
Planet’s Edge $34 
Pool of Radiance $15 
Pools of Darkness $38 
Prophecy 1 $12 
Protostar $42 


Questron 2 $12 
Ragnarok $34 
Realms of Arkania $37 
Red Crystal $38 
Rings of Medusa $24 
Sea Rogue $29 
Secret Silver Blades $15 
Sentinel Worlds 1 $9 
Shadow Sorcerer $12 
Shadowlands $29 
Sleeping Gods Lie $22 
Sorcerian $15 
Space 1889 $12 
Space Inc $34 
Space Rogue $30 
Spacewrecked $19 
SpellJammr:Pirates Rim Spc $38 
Spelicraft:Aspect of Valor $38 
Spirit of Excalibur $16 
Star Saga 2 $19 
Starflight 1 $17 
Starflight 2 $17 
Stonekeep $54 
Stronghold $42 
Summoning $38 
Sword of the Samurai $12 
Tales Magic:Prophcy Shadw $29 
Tangled Tales $21 
Treasures Savage Frontier $32 
Ultima 4 Quest of Avatar $35 
Ultima 5 Warriors of Destiny $35 
Ultima 6 False Prophet $19 
Ultima 7 Black Gate $48 
Ultima 7 Forge of Virtue $18 
Ultima 7.5 Serpent Isle $48 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 
Ultima Underworld $48 
Ultima Underworld 2 $48 
Uncharted Waters $42 
Unlimited Adventures $38 
Veil of Darkness $37 
Vengeance of Excalibur $16 
Waxworks $29 
Wizardry Trilogy (1-3) $32 
Wizardry 4 $19 
Wizardry 5 $26 
Wizardry 6 Cosmic Forge $34 
Wizardry 7 Crusaders $42 
688 Attack Sub $10 
A-Train $16 
Adventures Willie Beamish $10 
Bard’s Tale 1-3 Each $10 
Black Cauldron $10 
Blue Force: Next of Kin $10 
Buck Rogers Countdown $10 
Castle of Dr Brain $10 
Champions of Krynn $10 
Civilization $16 
Codename Iceman $10 
Colonel’s Bequest $10 
Conquests Robin Hood $10 
Conquests of Camelot $10 
Countdown $10 
Curse of the Azure Bonds $10 
Dark Queen of Krynn $10 
Darklands $14 
Darkspyre $10 
Death Knights of Krynn $10 
Dragon Wars $10 
Dragons of Flame $8 
Drakkhen $10 
Dungeon Master $10 


Dynamix Great War Planes $16 
EcoQuest Search For Cetus $10 


Elvira Mistress Dark $10 
Elvira 2 Jaws of Cerberus $10 
AUG SPLS 2 


Eye of the Beholder 

Eye of the Beholder 2 
Eye of the Beholder 3 
Fascination 

Fred Pharkas Fron Pharm 
Gateway Savage Frontier 
Global Conquest 

Gobliiins 

Gold Rush 

Gunship 2000 

Hard Nova 

Harpoon 

Heart of China 

Hero’s Quest 1-3 Each 
Immortal 

Indy Jones 4 Fate Atlantis 
Island Of Dr Brain 
Jetfighter 2.0 

Keef the Thief 

King’s Quest 1-6 Each 
Laura Bow 2 

Leisure Suit Larry 1-5 Each 
Lemmings 

Loom 

Lord of the Rings V1 

Lord of the Rings V2 

Lost Files Sherlock Holmes 
Lost in LA 

LucasArts Adventure Book 
LucasArts Air Combat 
Magic Candle 2 or 3 
Manhunter N.Y. or S.F. 
Martian Dreams 

Matrix Cubed 

Might & Magic 3-5 Each 
Patriot 

Pepper's Adventure Time 
Planet's Edge 

Police Quest 1-3 Each 
Pool of Radiance 

Pools of Darkness 
Populous 1 & 2 
Powermonger 

Protostar 

Quest For Clues 2-5 Each 
Railroad Tycoon 

Rex Nebular Cos Gen Ben 
Rise of the Dragon 
Savage Empire 

Search for the King 
Secret Monkey Island 
Secret Monkey Island 2 
Secret Silver Blades 
Sentinel Worlds 1 

Shadow Sorcerer 
Simcity/Simearth Book 
Simearth 

Simlife Official Strategy 
Space Quest 1-4 Each 
Spellcasting 101 or 201 
Star Trek 25th Aniv 
Starflight 1 or 2 


Strategy Plus Issue 10 or 11 


$10 
$8 


Strategy Plus Issue 12-32 Ea. $5 


Strike Commander 
Stunt Island 
Summoning 


$16 
$16 
$16 


Tales Magic:Prophcy Shadw $12 


Time Quest 

Treasures Savage Frontier 
Tunnels & Trolls 

Ultima 4-6 Each 

Ultima 7 

Ultima 7 & Underworld 
Ultima 7.5 Balancing Scales 
Ultima Avatar Adventures 
Ultima Underworld 1 or 2 
V Victory 

Wizardry Cosmic Forge 
Wizardry 7 

Yeager Air Combat 


$10 
$10 
$16 
$10 
$12 
$16 
$16 
$16 
$12 
$16 
$12 
$16 
$16 


Air Raid Pearl Harbour $22 
Ambush at Sorinor $42 
American Civil War 1-3 Each $22 
Battle Stations $20 
Battles of Napoleon $24 
Battle of the Atlantic $36 
Blitzkrieg Ardennes $19 
Blood & Iron $52 
Blue and the Grey $42 
Borodino Napoleon Invades $29 
Bravo Romeo Delta $29 
CW No Greater Glory $21 
Campaign $39 
Carrier Strike $39 
Carrier Strike Exp Pak $19 
Carriers at War $37 
Carriers at War Exp Pak $37 
Charge of the Light Brigade $29 
Decision at Gettysburg $19 
Dreadnoughts $39 
Dreadnoughts Bismark $29 
Dreadnoughts Ironclads $29 
Dreadnoughts Deluxe $89 
Fifth Eskadra $22 
Fleet Med $27 
Frontline $13 
Gary Grigsby Pacific War $48 
Gettysburg:Turning Point $36 
Golan Front $36 
Grand Fleet $36 
Grey Seas, Grey Skies $19 
Halls of Montezuma $24 
Harpoon $25 
Harpoon Battle Set2or3 $19 
Harpoon Battle Set 4 $24 
Harpoon Challenger Pak SE $49 
Harpoon Designer Series $17 
Harpoon Designer 2 $25 
Harpoon Scenario Editor $27 
High Command $45 
Line in the Sand $26 
Long Lance $39 
MacArthur’s War $12 
Main Battle Tank C Germany $36 
Man of War $36 
Mare Nostrum $26 
Midway $26 
Northern Fleet $36 
Operation Overlord $29 
Pacific Storm Midway Cpgn $36 
Pacific Storm Solomon Cpgn $36 
Panzer Battles $12 
Patriot $44 
Patriot Battle Set 2 $24 
Patriot Scenario Editor $27 
Patton Strikes Back $12 
Prelude to Jutland $26 
Red Sky Morning $36 
Return to Falklands $28 
Rising Sun $26 
Road Sumter to Appomattox $45 
Rommel Battles For N Africa $24 
Second Front $21 
Seventh Fleet $36 
Stalingrad Campaign $36 
Storm Across Europe $12 
Third Reich $27 
UMS 2 $16 
UMS 2 Civil War $24 
UMS 2 Desert Storm Scen $24 
UMS 2 Planet Editor $16 
Under Fire $12 
V Victory: Gold, Juno, Sword $44 
V Victory: Market Garden $44 
V Victory: Utah Beach $44 
V Victory: Velikye Luki $44 
Victory at Sea $37 
War in the Falklands $26 
Western Front $36 
White Death $19 
World War 2 $39 











'RAGS TO 
RICHES' is a fi- 
nancial market 
simulator with the 
ability to play his- 
torical scenarios. 
Hire, fire and work 
your help to the 
bone as they help 
you become a 
millonaire. Plant 
spies, risk insider 
trading, staff up 
with lawyers, or go 
golfing. Features 
3 levels of diffi- 
culty, animated 
charts, SVGA 
graphics. $36 





‘AMAZON’ re- 
captures the fun 
and excitement of 
the 1950’s drive- 
inmovies. Travel 
to unexplored re- 
gions of the Ama- 
zon, fight 10 foot 
ants, and find em- 
eralds stolen by 
Cortez. Amazing 
cinematic effects 
such as multiple 
camera angles, 
flashbacks, pans, 
and fades. Fea- 
tures full digitized 
voices & sound ef- 
fects. $36 





‘THE CARRIERS 
ie : AT WAR CON- 
CARRIERS AT WAR STRUCTION 


ae KIT’ provides an 
infinitely flexible 
tool for creating a 
particular battle or 
an original sce- 
nario. Build ships 
and planes, orga- 
nize squadrons, 
draft maps, posi- 
tion air bases and 


— 
4 aa | 
i 


rj 


“ar am 


cluded; Wake Is- 
land, Tarawa and 
Guadalcanal $37 


~Y *, Ps adjust the artificial 
PE CONSTRUCTION | algie scenarios _ in- 





Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada $6 per order. 
2 Business Day Air US $6 per order; PR, HI $12 1st item + $2 ea. add’l; AK $19 istitem 
+$2ea.add’l. Europe, S. America Air Mail $19 1st item + $6 ea. add’l. Asia, Australia, 


Africa, Air Mail $25 1st item + $6 ea. add’l. HANDLING $1 PER SHIPMENT. 


Reader Service No. 1 


A Train 

A Train Construction Set 
Armada 2525 

Airbucks 

Ashes of Empire 

Battle Isle 

Battles of Destiny 

Buzz Aldrin Race into Space 
Caesar 

Capitalist Pig WIN 
Castles 2 

Civilization 

Civilization Master Edition 
Clash of Steel 

Cohort 2 

Conquered Kingdoms 





$34 
$23 
$29 
$36 
$48 
$32 
$36 
$42 
$36 
$36 
$36 
$32 
$48 
$38 
$18 
$36 


Conquered Kingdoms Scen 1$25 


Conqueror for Windows 
Conquest of Japan 
Diplomacy 

Discovery Stp Columbus 
Dune 2 

El Fish 

Empire Deluxe DOS/WIN 
Fields of Glory 

Global Conquest 
Gobliiins 2 Princes Buffoon 
Gold of the Americas 
Koshan Conspiracy 

Kye Deluxe WIN 
L’Empereur 

Lemmings 2: The Tribes 
Liberty or Death 

Lost Admiral 

Lost Admiral Scenario Disk 
Lost Admiral Enhanced 
Maelstrom 

Mega Lo Mania 

New World Order 

Pacific Theater Ops 
Paladin 2 

Perfect General 


$39 
$36 
$12 
$34 
$44 
$1 
$37 
$36 
$34 
$24 
$19 
$32 
$26 
$37 
$32 
$37 
$19 
$23 
$44 
$38 
$31 
$38 
$42 
$34 
$32 


Perfect General Scen Disk 1 $21 
Perfect General Scen Disk 2 $23 
Perfect General 2 $44 
Populous 2 $38 
Powermonger $34 
Railroad Tycoon $22 
Railroad Tycoon 2 $52 
Red Zone $32 
Robo Sport WIN $34 
Rules of Engagement 2 $38 
Second Conflict WIN $34 
Seven Cities Gold 2 $38 
Shadow President $39 
ShadowGate WIN $32 
Sid Meir’s Civil War $58 
Siege $21 
Siege Expansion Disk $19 
Siege With Exp Disk $24 
Simlife $41 
Soldier of Fortune $42 
Space Hulk $38 
Spaceward Ho! DOS/WIN = $38 
Star Control 2 $36 
StarFleet 2 $38 
Star Legions $38 
StarMaster $46 
Sub Version $36 
Sub Wars $45 
Task Force 1942 $39 
Tegel's Mercenaries $38 
Tegel’s Mercenaries 2 $44 
Theatre of War $17 
Unnatural Selection $32 
Vikings Fields of Conquest $37 
War in the Gulf $38 
Warlords $12 
Warlords 2 $42 
When Two Worlds War $42 
Worlds at War $19 

AUG SPLS 3 


AT P Flight Simulator 2.0 $29 


A.T.A.C $34 
A10 Avenger $46 
AH-64 Helicopter $46 
Aces Over Europe $42 
Aces Europe Mission 1 or 2 $27 
Aces of the Pacific $42 
Aces Pacific Mission Disk $27 
Air Duel $38 
Armoured Fist $38 
Design Your Own Railroad $29 
F117A Stealth Fighter $42 
F15 Strike Eagle Ill $44 
F15 Strike Eagle 3 Aces Pak $52 
Falcon 3.0 $48 


Falcon 3 Scen1 Fighting Tgr $24 
Falcon 3 Scen 2 Mig 29 $25 
Great Naval Battles $44 
Great Nav Bat America in Atl $21 
Great Nav Bat Super Ships $19 
Great NavBattles Scen Build $28 


Gunship 2000 $37 
Gunship 2000 Scenario Disk $24 
lron Helix $49 
Jump Jet $39 
Jump Jet Aces Pack $50 
Land Sea Air Trilogy $12 
Land Sea Air 2 $29 


Mantis Experimental Ftr $39 
Mantis Exp Speech Pak $19 


Maximum Overkill $44 
Maximum Overkill Miss1 or 2 $28 
MegaFortress $12 


Megafortress Mega-Pak $38 
Megafortress Mission 1 or 2 $26 


Privateer $52 
Rags to Riches $36 
Reach for the Skies $31 
Red Baron $36 
Red Baron Mission Disk $24 
Seal Team $42 
Secret Weap Luftwaffe $34 
Secret Weapons Exp 1-4 Ea. $21 
Strike Commander $48 
Strike Commander Spch Pak $24 
Stunt Island $37 
Syndicate $48 
Tie Fighter $46 
Tornado $52 


Ultrabots Sanction Earth $39 
Voice CommanderF117A $18 
Voice Commander F15SE3 $18 
Wing Commander $19 
Wing Commander 1 Deluxe $48 
W C Secret Mission1&2 $20 


Wing Commander 2 $48 
W C 2 Operation 1 or 2 $22 
W C 2 Speech Mod $13 
Wing Commander Academy $42 
World Circuit $32 
World Circut Champ Edition $45 
X-Wing $40 
X-Wing Mission Disk 1 $24 
APBA Baseball $24 
APBA Basketball $34 
APBA Bowling $14 
APBA College Basketball $32 
APBA Football $34 
ATP Tennis $34 
Action Sports Soccer $26 
All American College Ftbll $36 
American Gladiators $21 
Basketball Challenge $28 
David Robinson NBA Action $44 
Face Off $9 
Front Page Football $39 
Greens $34 




















Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Treated as Cash. 
Most Items Shipped Same Day. Shipping times not guaranteed. Check compatibility 
before you buy. Defectives replaced with same product. Offer, price & availability 


subject to change. All Sales Final. 


‘CONQUER FOR 
WINDOWS’ isa 
full feature Win- 
dows game taking 
advantage of high 
resolution & high 
speed Windows 
systems. Use 
tanks, planes, and 
other troops to 
conquer the world. 
Features a variety 
of resolutions in- 
cluding 1024x768, 
up to 4 playersvia 
network, head to 
head combat by 
modem, & sound 
support. $39 


‘CONQUERED 
KINGDOMS’ al- 
lows you to invade 
castles and fly 
over mountains as 
you battle for con- 
trol of the world. 
Features nine sce- 
narios, a random 
map generator, 
human and fan- 
tasy combat 
troops, 21 levels 
of difficulty, mo- 
dem play, several 
full campaign con- 
quests, and com- 
plete game scor- 
ing history. $36 


‘SOUND MA- 
CHINE’ brings to- 
gether 2 of the 
most popular 
computer add-ons 
inone inexpensive 
package. Fea- 
tures a genuine 
sound blaster 
chipset, digitized 
voice input/output 
full duplex MIDI 
interface, built in 
AW amp, volume 
control, apairof3" 
magnetically 
shielded speakers 
and a Quickshot 
joystick. $99 


Hardball 3 $34 
Hole in One Mini Golf Delux $9 
International Sports Chall $29 
Jack Nicklaus Signature Ed $42 
Joe Montana Football 2 $42 


LH Pro Basketball $36 
Lance Haffner Baseball $36 
Lance Haffner Boxing $36 
Lance Haffner College BBall $36 
Lance Haffner Football $36 
Links $29 
Links Course Disks 1-7 Ea. $17 
Links Pro 386 Golf $36 


Links Pro Course Disk 1 or 2 $19 
Links Pro Course 3 Baniff $20 
Madden Football 2 $32 
Michael Jordan Flight Sim $38 
NFL Challenge Premium Ed $59 


NEL Football $31 
PGA Tour Golf Ltd Ed $32 
PGA Tour Golf WIN $38 
Pro Tennis Tour 2 $32 
ProFootball Analyst 92 Edt $19 
QuarterPole $39 
Summer Challenge $34 


The Games Winter Challenge$34 
Tony La Russa Baseball2 $36 
Tony La Russa 2 Team Disk $12 
Tony La Russa 2 Stad Disk $18 
Tony La Russa 2 FantMan $18 
Wayne Gretzky Hockey 3 $39 
W. Grestky League Sim2 $29 
Wayne Gretzky League $26 


Wilson Pro Staff Golf $23 
World Class Soccer $28 
3 in 1 Players’s Pack $9 
Amarillo Slim’s Poker $12 


Amarillo Slims 7 Card Stud $10 
Backgammon By George WIN $9 


Battle Chess $19 
Battle Chess 4000 SVGA ~= $36 
Battle Chess WIN $29 
Bridge 7 $29 
Bridgemaster $29 
Centerfold Squares $21 
Checkmate $36 
Chess Net WIN $9 
Chess X Colossus $9 
ChessManiac 5 Billlon&1 $48 
Chessmaster 3000 $29 
Dr Floyds Desktop Toys $22 
Dr Thorp’s Blackjack $32 
Edward O’Thorpe Black Jack $9 
Faces Tetris 3 $15 
Femme Fatale $26 
Femme Fatale DD 1-3 Each $18 
Gambit (chess) $38 
Game-Maker $68 
Go Master DIx Ver 5 $89 


Go Master Dix Ver 5 WIN $79 
Go Master Ver 5 DOS/WIN $39 


Grand Slam Bridge 2 $32 
Grandmaster Chess $32 
Hoyle’s Book Games 3 or 4 $29 
Ishido $17 
Jeopardy 1 or 2 $9 
Jeopardy 25th Aniversary $15 
Jigsaw Pinups $24 


Monopoly Deluxe DOS/WIN $29 
Omar Sharif Bridge WIN $32 


Omar Sharif on Bridge $37 
Penthouse Jigsaw XXX $24 
Planet of Lust $19 
Risk $24 
Risk WIN $26 
Scrabble Deluxe DOS/WIN $26 
Sierra Family Fun $29 





Solitaires Journey $36 
Strip Poker 3 $31 
Strip Poker3DD1-6 Each $19 
Super Jeopardy $27 
Super Tetris $29 
Terminator Chess $34 
Tetris $15 
Tetris Classic $27 
Trump Castle 2 $12 
Trump Castle 2 DD 1 or 2 $4 
Trump Castle 3 $34 


Vegas Entrtnmnt Pak WIN = $20 
Vegas Games Pak WIN $19 
Video Poker Villa Crespo $12 


Video Poker WIN $12 
Video Poker by Masque $12 
Virtual Reality Studio 2 $64 
Welltris $15 
Wheel of Fortune 2 or 3 $9 
Word Tris $27 


World Champin Backgammn $24 


Spend the specified amounton any 
in stock software and choose a 
free game from the corresponding 
list below. Offer subject to change 
orcancellation without notice. Valid 
from June 15 to August 15 or while 
supplies last. 


Ath and Inches 
Airborne Ranger 
Artura 
Big Business 
Backgammon by George 
Bravo Romeo Delta 
Gunship 
Obliterator 
Pirates 
S.C. Out 
The Tinies 
Xenocide 


MacArthur's War 
Dragon Force 
Defender of the Crown 
Grandmaster Chess 
Hole in One Mini Golf Deluxe 
Sentinel Worlds 
Dragon Force 
Blackjack For Windows 
Video Poker for Windows 
Operation Combat 
Covert Action 
Panza Battles 
War of the Lance 
Dark Half 
Patton Strikes Back 
Railroad Tycoon 


Bridge 7 
Cardinal of the Kremlin 
Lost Admiral 
Warlords 
Dune 
Allied Forces 
F-15 Strike Eagle 2 
Command H.Q. 
Red Storm Rising 


ALG Sercsa 


Whether it’s the menacing snarl of a chainsaw or the banshee scream of your 
F-1 Tomcat, just remember: it isn’t real. Until you hear it on a Sound Blaster’ 
Sound Blaster fidelity adds a whole new dimension to PC 
games, not to mention multimedia and other applications. 
And Sound Blaster is compatible with more of your software 
than any other audio card. No wonder it's the best selling 
sound board of all time. 
50 when you're ready to hear what your games really 
sound like, get in touch with your Sound Blaster dealer 


BLASTER 
Pro 


BLASTER’ BLASTER = 





today. Or cal] us direct at 1-800) -998 -5297 Or we may just have to From games to stereo multimedia to full-blown, 
/ / CD-quality 16-bit Advanced Signal Processing 
send Bruno Over to persuade You. audio...we've got the Sound Blaster for you. 


™ ™ 
; ' - . . — = > 
© Copyright 1993 Creative Technology Ltd. Sound Blaster and the Sound Blaster and Creative Labs logos | = 
are trademarks of Creative Labs, Inc. All specifications subject to change without notice. =) Vn ER hee, 


International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-(353. — CREATIVE LABS, INC. 


You never heard itso real. 
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